









cifCDY pco SPEEO FREAK! 

132 PAGE RACING GAME DC ^^ G «JJ^.?^oUS-FUELLED PREVIEWS! 


INSIDE: 


EVERY PLAYSTATION 2 RACING GAME REVIEWED! 

SPEED-SATIONAL PREVIEWS OF ALL THE RACERS ZOOMING ONTO PS2! 
THE BEST RACING GAMES EVER! TOP TEN PS2 VEHICLES! AND TONS MORE! 
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V-RALLY 3 GTA: VICE CITY FI 2002 

38.99 34.99 36.99 

RESIDENT EVIL: CODE VERONICA X (PLATINUM) in o 
SMASH COURT TENNIS PRO TOURNAMENT 740 
SOLDIER OF FORTUNE GOLD ™l 

SPIDER-MAN . . 

STAR WARS: . . . 

- EPISODE 1 STARFIGHTER (PLATINUM) i a q 

- STAR WARS: JEDI STARFIGHTER -14 q 

TEKKEN TAG TOURNAMENT (PLATINUM) in q 
THIS IS FOOTBALL 2002 (PLATINUM) ic q 
TIGER WOODS PGA TOUR 2002 370 

TIME CRISIS 2 & OFFICIAL G-CON 2 . 

LIGHT GUN . 44 C 

V-RALLY 3 38 g 

VAMPIRE NIGHT . 

VAMPIRE NIGHT & OFFICIAL SONY G-CON 2 
LIGHT GUN 44 c 

VIRTUA FIGHTER 4 34 5 


^mGEAR2 MEDAL OF HONOR GT3: PLATINUM 

24.99 38.99 17.99 

BEST SELLING PS2 GAMES 

2002 FIFA WORLD CUP .. 

BRITNEY'S DANCE BEAT 
CRASH BANDICOOT 5 

CRAZY TAXI (PLATINUM) 1®J| 

CRICKET 2002 (NEW) 36.99 

DEUSEX — — 3799 

DYNASTY WARRIORS 3 37.99 

|| 
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JAMB BOND: AGENT UNDER FIRE 38 99 

MAX PAYNE (15) • — — ••• — • ,o qq 

MEDAL OF HONOUR: FRONTLINE 38.99 

MCTAI fiFAR SOLID 2 (15) 24 99 




SAVE £5 


RED FACTION (PLATINUM) 


OFFICIAL SONY MULTI-PAK: 
TWO OFFICIAL SONY DUAL SHOCK 
CONTROLLERS & OFFICIAL SONY 4- 
PLAYER MULTI-TAP (FOR PS2 ONLY) 

59.99 INC VAT 


DANCING STAGE EUROMIX GAME - 
PERFECT PURCHASE WHEN YOU 
CLAIM YOUR FREE DANCE MAT 
(FOR PS2, PS1) 

18.99 INC VAT 


OFFICIAL GT3 FORCE 
FEEDBACK STEERING 
WHEEL & PEDALS 
(FOR PS2 ONLY) 


OFFICIAL DVD INFRA¬ 
RED REMOTE WITH DVD 
UPGRADE CD 
(FOR PS2 ONLY) 


OFFICIAL SONY DUAL 
SHOCK 2 ANALOGUE 
CONTROLLER 
(FOR PS2 ONLY) 

19.99 INC VAT 


METAL GEAR SOLID 2 
(15) & OFFICIAL SONY 
BLACK 8 MB MEMORY 
CARD (FOR PS2 ONLY) 

49.99 INC VAT 


WOULD YOU CHEAT ON LARA? 

OVER 24,000 CHEATS FOR ALL FORMATS! 


HE DOESN'T BUY GAMES, HE WINS THEM! 

Win any GAME or DVD of your choice, every day! 


OVER £14 MILLION IN PRIZES! 
CARS, CASH + MORE! 


FREE 

ENTRY! 


ffrVT-T / just for p U i, v 1 

PLAYING Y.V i ) V 

riUvi GAMES 
\ j % WIN: A £1,500 Pentium 4 PC! k||||l| 

Vdl • WIN: A Game of your choice! 

W • WIN: A £100 Gift Voucher! ' 

1 | • WIN: A Gamer of the Month Trophy! 

I \ t WIN: A Gamer of the Year 2002 Trophy! 

H JUST TURN UP AT ANY SPECIAL RESERVE SHOP TO ENTER! 

FOR MORE INFORMATION VISIT: GAMEROFTHEYEAR.co.uk 


EXCHANGE CONSOLE, PC 
GAMES AND DVD MOVIES 


Bored of Bomberman, tired of Tony Hawk and fed 
up with Final Fantasy? Then bring your old games 
in to any of our seven Special Reserve big club 
shops and part exchange them against any new 
game or peripheral of your choice! So go on, give 
your old games a new lease of life and get some 
money off a brand new game at the same time! 

We regret not all games can be accepted. 


incredible FREE GIFT FROM Special Reserve 

JOIN SPECIAL RESERVE FOR A YEAR FOR £7.50 (UK) - CHOOSE ONE OF OVER 40 INCREDIBLE FREE GIFTS 
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FREE TOP DRIVE DUAL SHOCK FREE DANCE MAT 

M THE SAME TIME , 


FREE VERTICAL STAND 
FOR PS2 

lUrnTe Bcnr>i« M A T n tRt IS N ° FUR1HER OBLIGATION TO BUY ANYTHING. 


FREE HAVOC SPRINT SHOCK 
CONTROLLER FOR PS2 


r . . • vj»\ incn uDuuAiiun iu but Aniinino. 

A FREE GIFT ’ SEE E « E FG “ U«T OF 


RESERVE DISCOUNT STORE. 


Reserve 

Discount Network 

SpecLaLreserve.net 


MAIL ORDER SALES - PHONE US ON: 


0870725 9999 

SHOP WITH US VIA THE INTERNET AT: 

UKGAMES.com 

OR VISIT ONE OF OUR AMAZING 

7 BIG CLUB SHOPS 


OPEN UNTIL LATE 

BASILDON e 

Festival Leisure Park, Basildon, Essex 

“S* 01268 28 77 76 ^ 

. BRISTOL , 

351 Gloucester Road (A38). Bristol 

-S'0117 924 5000 . ^ 

CHELMSFORD 

43 Broomfield Road, Chelmsford 

■S'01245 348 777^ 

. EGHAM \ 

]13,168 High Street, Egham, Surrey 

01784 473 444 

NOTTINGHAM 

J25,164 Derby Road, Slaplcford, Nottingham 

•s* 0115 949 1000 . 

SAWBRiDGEWmii 

The Mailings, Station Road, 
Sawbridgcworth, Herts 

-H* 01279 322 399 " 

St Mary's Lane, Upmmstcr, Essex 

01708 22 55 44 

tell to everyone but the prices H*' od nre 
who contribute can ellll G £T5 2 ad y ' 

>r delalle. Sonl to preee 12/07/2002 


formula 


uluplaystation com 


00 NOT UNDERESTIMATE 
THE POWER OF PLAYSTATION 


pot 

1 f R e e dvd j 

| REMOTE! 1 

■ add 

f MGS2 (is) 

* for only 
„ £19.99 
j| SAVE £25 

mp time a 

ADD 

GTA 3 (is) 
for only 
£24.99 
| SAVE £20 1 
is anv PlaySta 





























































■ GT FORCE WHEELS 
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QUESTION: 

Who is the creator of the 
Gran 7U rismo series? 

1. Kazunori Yamauchi 

2. Shlnji Mikaml 

3. Hideo Kojlma 


QUICK 5ERRCH 

A one-stop guide to every game featured in this issue. 


••• • •• 
••• •• ••• 
••• ••• • •• 
••• ••• ••• 
•• ••• ••• 
•• ••• ••• 
•• ••• ••• 
• ••• ••• 
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GAME NAME PAGE I 

Auto Modellista 18 I 

Burnout 2: Point of Impact 33 

Colin McRae Rally 3 14 

F355 Challenge 32 

The Getaway 24 

GTA: Vice City 33 

Gumball 3000 32 

Indy Car Racing 33 

Lamborghini 33 

Micro Machines 33 

MX Superfly 32 

Need for Speed: Hot Pursuit 2 32 

Rally Fusion: The Race Of Champions 33 
Riding Spirits 32 

Shox 32 

Smash Cars 33 

TOCA Racer Driver 28 

Total Immersion Racing 32 

World Rally Championship 02 33 

Wreckless: The Yakuza Missions 33 


Arctic Thunder 
ATV Offroad 
Burnout 
Cart Fury 
Circus Maximus 
Crazy Taxi 
Downforce 
Driven 

Driving Emotion Type-S 
Extreme-G 3 

The Flintstones in Viva Rock Vegas 
FI 2002 

FI Championship 
FI Racing Championship 
Formula One 2001 
Freekstyle 

Global Touring Challenge 
Gran TUrismo 3: A-Spec 
G-Surfers 

GT Concept 2002 Tokyo-Geneva 

Jet Ion GP 

Lego Racers 

Le Mans 24 Hours 

Le Tour De France 

Lotus Challenge 

Midnight Club 

Moto GP 2 

MX 2002 

NY Race 

Paris-Oakar Rally 
Penny Racers 
Pro Rally 
Rally Champ 
RC Revenge Pro 
Ridge Racer V 
Rumble Racing 
The Simpsons: Road Rage 
Sled Storm 
Smuggler's Run 2 
Space Race 
Splashdown 
Spy Hunter 
SSX Tricky 

Star Wars Racer Revenge 

Star Wars: Super Bombard Racing 

Stuntman 

Supercar Street Challenge 
Super Thicks 

Test Drive: Offroad Wide Open 

TD Overdrive 

TG Dare Devil 

Tokyo Extreme Race 

Twisted Metal Black 

V-Rally 3 

Wacky Races 

Wild Wild Racing 

WipEout Fusion 

World Rally Championship 


ATV Offroad 

Crazy Taxi 

Driving Emotion TVpe-S 

Extreme-G 3 

Gran TUrismo 3: A-Spec 

Lego Racers 

Midnight Club 

Moto GP 

MX 2002 

Paris-Dakar Rally 

Ridge Racer V 

The Simpsons: Road Rage 

SSX 

SSX Tricky 

TWisted Metal: Black 

Wild Wild Racing 

WipEout Fusion 

World Rally Championship 


your 


RULES 


■ No employees of Future 
Publishing, game developer 
or any affiliated company 
may enter. 

■ No cash alternative Is 
offered to these prizes. 

r Closing date is 
20th September 2002. 

■ The winners will be 
informed immediately after 
the dosing date 

if any prize becomes 
unavailable. Future 
Publishing reserve the right 
to replace it with another of 
equal value. 

Multiple entries will be 
disregarded. 

The Editor's decision is final. 
All normal competition 
rules apply. 
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WRITE TO: 

Future Publishing Ltd, 

30 Monmouth St, 

Telephone 01225 442244 
Fax: 01225 732275 

Email: PS2@futurenetco.uK 


CONTRIBUTING WRfTER&FVan 
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PUBLISHER: Rob Pegley 
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OVERSEAS LICENSING: Simon Wear 
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“If you feel the need 
for speed, there are 
videogames aplenty 
to satisfy those boy 
racer urges’ 


ART EDITOR 

ALVIN WEETMAN 

mlviin vvuu.. ^^ ^ cnjlses ^ streetSi 

I often In the dead of night - he was 
I once stopped three times in a week 
1 'cos the police thought he was a 
I burglar from Plymouth. Supposedly, 

I his dream car Is an Audi TT. But 
1 we’re sure that given the choice he'd 
\ rather ride a dirty old banger. 


CONTRIBUTORS 

KEITH STUART 

FOr a man of many words, It’s 
surprising that his own pride and Joy 
Is actually the tiny-named, tiny-car 
the Ford Ka. He likes to drive It to 
' ' 1 B&Q on weekends and entertain the 
SwjL shoppers by purchasing extra large 
” goods and hilariously pulling faces 
' of frustration In the car park. 


FDITOR'S letter 

' i e’ve all been there: bombing through bustling 
M L citv streets in a sleek convertible, shades on, 

sleazy jazz funking out of the speakers and 
the sun glaring overhead. As the speedometer 
rf h cnins oast the lOOmph mark, lightning-quick 
raP ^lfare needed to weave in and out of traffic, before 
reactions a mirrors to check out the vehicle- 

l00h, 2d cama g e and a 8 shen faces left in your wake. 
Unfortunately foal's around foe lime foe police arrive to 
charge^you with rockless driving and ban you from getting 
k hind the wheel for foe next 20 years. Bloody killjoys. 
bC The above scenario probably explains our enduring love for 
foe racing game. Do a ton down a busy street n real life and 
S UP before the beak Do It In a game of Bumotf and 
foe buggers cant touch you for It. Oh yes, from the golden, 
o den Si* of Out Run right up to GT3, WipEout Fusion and the 
rest of the racing badasses on PS2, If you feel the need for 
£eed there are videogames aplenty to satisfy those naughty 

b0 Whlch Mngs us, like a convoluted bit of reverse parking 
neatly to the sub|ect of this very magazine. Racing games. By 
far the most popular genre In the history of gamingeasUy 
the biggest in terms of game sales and games released on PS2. 
To celebrate these facts, we've reviewed eveiy single racer 
available for Sony's black box [60 of 'eml); previewed a I foe 
gorgeous speed freaks - from Colin McRae Rally 3 to Auto 
Modellista - currently revving up for release; completed Gran 
Tu rismo 3 so we could bring you the massive, official 
drlvethrough [page 1141; and drove ourselves to dlst ractlon wtth 
huge features on the best racing games ever (page 86| and tne 
Top Ten PS2 Vehicles (page 60). 

If all that doesn't fill your speed quota, you’re probably 
reading this from a prison cell having appeared on a recent 
episode of Police, Camera, Christ, He's Riding An Exocet Missile 
Down The Ml! Stick to racing games Roger Ramjet, you know 
it makes sense. 


Q/Q— 


LEE HART 


Editor 


gtfifi Js Subscribe to OPS2 for a whole year 
and get 13 issues for the price of 11 


NON-EXECUTIVE CHAIRMAN. Roger Party 
CHIEF EXECUTIVE; Greg Ingham 
COO & MANAGING DIRECTOR Colin Morrison 
GROUP FINANCE DIRECTOR John Bowman 
Tel +44 1225 442244 

www.thefuturenetworV.pl cuk ^ 


Call 0870 444 8656 now, 
quoting order code EDP23, 
fc . or turn to page 113 for more details. 

Offer ends 10/10/02 

Overseas readers call +44 870 444 8656 
> Lines open 24 hours, seven days a week 




Bam, london. Milan. 


JEZ BRIDGEMAN 

Being a descendant ot Dlgby, Jez’s 
r « new labrador puppy has grown to 
i^™ enormous proportions, forcing him 
to trade In his Audi for something 
a bit more practical. He's recently 
been seen trawling the classifieds 
of Hot Truckers Monthly. He's also 
been looking for a bigger car... 




































RLTERNRTIVE TRRNSPORT 

Pop out the oversized Oakley's for SSX Tricky, don a helmet for M oto 


RRCHDE RRCERS 


High octane racing from the Fall Guy antics of Stuntman to rop out me oversizeu udiwy* u. ^ . .wy, - - 

Burnouts traffic dodging and the chariot bashing of Circus Maximus. GP 2, then slip Into some sexy lycra for Le Tour De France. Ooh la la 


Lff-I-NUHU RACERS krrt RR r ERS 


RUBBISH RRCERS 

Yes, it's the racing game scrap heap, where the dull, tired and ugly 
ones go to spend their last lonely days, boring each other to death 


FUTURISTIC RFCER5 Fusion and Its many, 

Utopian jet craft thnjls coune y Revenge! 


PRGE 34-43 









FERTURES 


McRAE RALLY 3 


COLIN ITlcRRE RRLL3 3 

Codemasters has wrung out its muddy rallying license and promises to deliver the most 
Intense, realistic simulation yet Just check out the rain, for heaven's sake! 


Ma&a driving game that aims not for dull realism but for cej^shaded 
ianga cool. Find out why Capcom's driving debut could be the most 
inovative racer since Gran Turismo. 


PREE 34 


THE GETRUJR3 

It’s been ‘getting away 1 for three years, but 
now we've caught this cockney crime caper. 


OCR RRCE DNIvcN 

e hugely-anticipated PS2 bow for 
(demasters classic touring car series 


RELER5E ROUND-UP 

Ml the other turbo-charged ^cing games 
;omlng to PS2 in the remainder of the year 


TOP TEN P55 VEHICLES 

The fastest, sexiest, coolest vehicles on PS2, introduced by our 
chubby libel-baiting speed expert Jlmlny Clarkson! Do you get it?! 


THE NEED FOR SPEED ( „ 

An exhaustive genre-by-genre history of the racing game, covering all 
the most important, influential racers from Night Driver to GT. 


REGULARS 


008 ON THE DVD , . 

Before you simply jam the thing into your console, why 
not read about the delights of our demo disc, which 
this month includes Stuntman, WRC, WipEout Fusion 
and classic ‘stealth driving game’, Metal Gear Solid 21 


114 HARDCORE 

Pass your driving 
test first time with 
our authoritative 
guides to GT3 and 
Crazy Taxi as well 
as codes, cheats 
and secrets! 


130 NEXT ISSUE 

Find out what 
we’re up to in 
the next 
unmissable 
Special Edition. 


113 SUBSCRIPTION 
OFFER 

Save cash: . 

subscribe to 
Official A 
PlayStation ^ 
2 Magazine! 
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Controls 


THE CONTROLS 

L-Stlck - Steer 
left/right 

R-Stlck Up/Down - 
Accclerate/Brake 
® Accelerate 
© Brake/reverse 
@ Handbrake 
® Handbrake 
•i) Horn 
m Action button 
cn Right side view 
tn Left side view 
S; Pause game 
■ Toggle camera 


STUNTfTIRN 


r publislier: Atari Game type Stunt 


sim Out: Now Players 1 


DEMO 


□N THE CMD*= 

PLRBRBLE DEmO TUJB 

WIPEOUT FUSION 

Publisher: SCEE Game type Futuristic racer Out Now Players: 1 |Fu« game lr2) 


PLRyRBLE DEUD THREE 

WORLD RRLLy CHRmPIONSHIP 


PlayStation.? SPECIAL EDITION: RACING GAMES 


T r -i he fourth In the WIpEout series but the first to appear 
on PS2, Fusion Is one of console's most anticipated 
l _j titles. It features 42 tracks of full 360" racing set across 
five Incredibly detailed environments. Dlzzylngly fast furious and 
gorgeous to look at WIpEout Fusion will be one of the must-have 
titles of 2002. 


THE DEMO 

Read the Info screen then click ® twice to race. This demo 
features the game’s new Zone mode, where your ship Is 
propelled endlessly 
forward and you must 
steer It around the track 
through a series of ‘zones'. 

If your shields deplete 
before you reach zone 30, 
your ship will explode. 

Make It and you'll earn a 
precious medal. 


L-stick - Steer 
cd Right air brakes 
cn Left air brakes 
® Change view 


Publisher SCEE Game type: Rally sim Out Now Players: 1 (Full game 1-2) 


L-stick - Steer 
® Accelerate 
© Brake 
© Handbrake 
® Change view 
► Pause/Options 


volution Studios’ first venture Into PS2 gaming is giving Codemasters and 
PI Mr McRae a run for their money. Set in 14 worldwide locations (including Monte 
L _i carlo, New Zealand and Britain) WRC features all the gritty realism of the event 
Itself in terms of handling sound and graphics while retaining the crucial playability of a 
great racing experience. 


THE DEMO 

After watching the Intro movie press © to choose Time Trial. Another introductory 
sequence then appears and you can skip this with ®. Use f. 4> and ® to choose either 
the snowy St Pierre-Entrevaux stage at Monaco or El Condor in Argentina and ® again to 
hit the track Get the best possible times and go for the in-car view If you dare! 


ISSUE! 




Other magazines let you watch, only OPS2 lets 
you play. PlayStation .2 Greatest Hits Volume 8 
features 11 fantastic playable demos plus seven 
video previews of PS2’s hottest racers: 


STUNTMAN 

Be a stuntman without getting the bruises Or the 


WIPEOUT FUSION 

Futuristic, techno-thumping hovercar classic 


WORLD RALLY CHAMPIONSHIP 

SCEE’s superb, In-depth Colin McRae challenger 


METAL GEAR SOUD 2: 

SONS OF LIBERTY 

Take a break from the racing with Konamrs stealth hlt. 

PRO EVOLUTION SOCCER 

.. Or get sporty with the finest footy sim ever made 


BURNOUT 

raffic-doripinp, 


rattle-dodging arcade racing nitro boosts onto PS2. 


FI 2002 

Speed, authenticity and stats A petrolhead fantasy. 

NEED FOR SPEED: 

HOT PURSUIT 2 

Avoid the cops In this ace chase-'em-up. 

MOTOR GP 2 

Updated superbike sim guaranteeing top gear thrills 

MX 2002 


FEATURING RICKY CARMICHAEL 

Get your leg over Ricky's sexy dirtbike L 


LE MANS 24 HOURS 

Past cars, glamourous locations Tres blent 


Plus! Seven videos... 

^T^SSSSSSSSS 


- W5 GAMES 
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50NS Oh- 

Publisher Konami Game type: Advent** Out Ptow Players 1 

t’SSJSSSISST 

l * _i appreciate a spot of cinematic, 
stealth adventuring between bouts of FI action 
and motorcross madness Hldeo Kojlma's 
follow-up to his PSone classic Is one of PS2’s 
bestselling and, Indeed, best games Get stuck 
In and find out what all the fuss Is about 


THE DEMO 

Once loaded, choose either 'New Game' or 
•Special' with f/i and ©. Selecting •Special’ 


each. Choosing 'New Game' will take you to 
the Difficulty Select screen, so pick your 
setting with and ®. Next select your 
radar with f/l and ® again to begin the 
game Watch the Intro sequence and listen to 
Otacon for your mission objectives then It’s 
time for some Solid Snake action! Your first 
task is to get to the ship’s bridge and the 
showdown with Olga, but we’ll leave the rest 
for you to discover 


L-stlck- Movement 
(Normal 
view mode)/ 
Camera 
movement 
(First-person 
view mode) 
R-stlck - Change 
camera 
angle (corner 
view mode) 

® Crawl/Cancel 

© Punch/ 

Confirm/ 
Knock 

© Weapon or 

Throw/ 
Choke (when 
no weapon 
equipped) 

® Action 

cd First-person 

view 

cd Lock-on 

cd Equip 

weapon/ 
Peek right 
[comer view) 
id Equip 

Item/Peek 
left [comer 
view) 

► Pause 

■» Enter Codec 

mode 


- PLRyRBLE DEED FINE 


L-stick - Move 
® Pass/Foot-In 
tackle 
Shoot 

Long pass/Sllde 
tackle 

Through ball 
Switch player 
Sprint 

5 ause/Optlons 


PRO EVOLUTION 


Publisher: Konami Game type: Football simulation Out Now Players: 1-2 (Full game 1-8) 

~ he second non-racer In our selection. Uke football? Course you do. And If you haven't played 
| it already, you’re going to love Pro Evolution Soccer. The first PS2 release In Konaml's (SS Pro 
L J Evolution series - which has been topping the PSone footy table for years - this is the best 
football game we’ve ever played. So realistic you can almost feel the draught from a Keano sliding 
tackle, PES really Is the ‘beautiful game'. 

THE DEMO 

Our fantastic two-player demo lets you play the first half of a match between a choice of five teams: 

England, Germany, Spain, France or Italy. Once the demo has loaded, press 8S 
and select 'Match Mode’ with ®, then choose ‘National Teams' and make your 
selection with and ®. Choose between the available strips, then set 
your difficulty level - you can obviously raise this as you get more confident - 
and pick a stadium with f, 4< and ®. Set up your team as desired at the next 
screen, then go to ‘Start Match’ to get stuck ini 


EAWES 


PLRyRBLE DEITD 5IX * 

BURNOUT 

Publisher: Acclaim Game type: Racer Out Now Players: 1 (Full game 1-2) 

r -i ailing back to classic coln-op racers like Sega’s 
LI OutRun and Daytona USA Burnout Is arcade racing 
"-i to the core. Taking in various European and US 
locations across Its 14 courses, Burnout features Insanely 
fast vehicles, against the clock racing traffic-heavy city 
streets and, therefore, constant breathtaking crashes. All of 
which adds up to one of the most thrilling PS2 driving 
experiences to date. 

THE DEMO 

After loading hit ► to get straight into the action. Our 
demo features the River City course and i 
puts you In charge of a lovely shiny red 
Sports Coupe AT, so just hit the gas and 
hold onto your underpants. You’re up 
against three other cars and you must 
reach the checkpoints before the timer 
runs down. Build up your Burnout 
meter by driving headlong Into traffic or 
dangerously close to other vehicles, and \ 
then trigger It for a mind-melttngly fast 


' L-stlck - Steer 
® Accelerate 
@ Brake 
® Change view 
ao Rear view 
cd (Hold) Burnout 
■5 Pause/Quit 


□N THE DUD# 

PLRyRBLE DEffiD 5ENEN 

FI 2002 

Publisher: EA Game type Racer Out Now Players: 1 (Full game L4) 


B i oastlng all the teams and drivers of the 2002 
season, FI 2002 Is the most up-to-date Formula 
l _i One experience to be had on PS2. Rather than 
throwing players straight Into a demanding FI season, EA's 
latest presents a series of Gran Turlsmo-style driving tests 
that must be passed In order to graduate to the race proper. 
With both normal and simulation modes offering driving 
conditions to suit your level of skill, plus the usual array of 
tweaks and modifications we've come to expect from Fl slms, 
FI 2002 Is any motorsport fanatic's dream come true. 

THE DEMO 

Once loaded, press ® to select your language, then ® again 
at the next screen to choose 'Quick Race'. Use to select 
your car and driver from the available teams of Ferrari, Toyota 
or Renault then hit ® to begin the race. Our demo features 
the famous Monza circuit at Milan, and gives you three 
dlzzyingly fast minutes to make your way through the pack 
and get as far as you can. 


L-stlck - Steer 
R-stlck Up/Down - 
Accelerate/Brake 
® Accelerate (Select 
highlighted 
option/action) 

@ Brake 
® Reverse 
® Instant 

replay/Retum to 
previous screen 
cd Toggle camera 
angles 

oa Rearview 
cd Gear up (semi¬ 
automatic 
transmission) 
a> Gear down (semi¬ 
automatic 
transmission) 
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NEED FDR SPEED: 

HOT PURSUIT 2 

Publisher: EA Games Game type: Racer Out September flayers 1 (full game 1-2) 

--i -i errari, Porsche, Lamborghini... Just some of the 20 

C high-class motors beckoning for naughty police- 
L 1 j evading action In this, the latest In EA’s exotic 
supercar racing series A honking great sliver cup and an 
oversized Moet & Chandon bottle oozing suggestive froth may 
not be your goal, but the road to Champion Road Racer 
remains as challenging as ever. With over 60 racing events to 
compete In, and top speeds of 160mph, your streamlined 
machine must navigate In between traffic and avoid the fuzz 
If you’re to snaffle the winning wreath with a twinkle In your 
eye rather than a face-full of burning metal. 

THE DEMO 

This tantalising five-minute teaser Invites you to roar through 
the National Forest In a Lamborghini Diablo 6.0 VT, searching 
for second-shaving short-cuts and attempting to evade the 
attention of kill-joy cops. Just make sure you keep a tissue 
handy to wipe away the speed-induced, anti-blink tears. 


L-Stlck - Steer 
left/right 

R-Stlck - No function 
® Accelerate 
© Brake 
© Horn 
® Change view 
cd Look back 
m E-brake 
cn Zone zoom 
m Zone freeze 
► Pause game 
■ HUD change 


PLRyRBLE OEfTD NINE 

mOTD EP 2 

Publisher: SCEE Game type Motorbike sim Out Now Players 1 [Fi* Game 1-2) 


L-stlck - Steer 
® Accelerate 
® Brake 
@ Change view 
cd Action 
■ Change display 


r "i amco's rock-hard motorbike sim Is back for a 

M second PS2 outing and It’s Just as gritty as 

1 jthe first installment Fans will be pleased to 
know that all the high-speed thrills of the original 
are intact plus extra teams, updated rider data a 
wheelie-popplng Action Button, a hard as nails 
Challenge mode plus a legends mode, that allows 
you to ride against some of the all-time greats 

THE DEMO 

Once loaded, press ► to begin the game Our demo 
features a choice of two one-lap races so use «-/-* 
and ® to select one. If you choose Assen, the weather 
is sunny but selecting Suzuka will put you on a slippery 
track in the heavy rain. Change the view to first-person for 
one of the most thrilling races you'll ever experience 
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VIDEO 


VIDEO THREE 

TOCA RACE DRIVER 

Publisher. Codemasters 

This latest trailer direct from Codies 
highlights exactly why we can’t wait for 
TOCA Sublime looks combined with 
classic touring cars gameplay. Oh, and 
the added bonus of a genuine 
character-driven storyline! 


VIDEO FOUR 

GT CONCEPT 2002: 
TOKYO-GENEVA 

Publisher SCEE 

We’re finally getting the Euro release of 
this concept car GT3 update, complete 
with updated cars (shown off at the 
Geneva Motor Show) for the European 
market. Enjoy this all-new trailer. 


i enticing glimpse of even m ore PS 2 racing stars.. 

/ ESp.-®* 

. «« 0 ^ 


3NE 

auto modellista 


VIDEO TLUD 

WRC 2002 


XKaded racer is still some The only rally game with all the drivers 


way from completion, but It’s already 
causing excitement In the 0PS2 office. 
Watch tin's video to see what’s getting 
us hot under the bonnet. 


and tracks of the genuine WRC event. 
Here we see men driving like demons, 
flogging cars more used to carrying the 
kids and shopping home. 


ew rules for Wimbledon. 


iiyStiitlon-c 

r 


ffvita 


There's a new breed of rowdy, argumentative tennis players on the international circuit.You and your mates. 
Choose from 8 of the world's top players for singles or even doubles if you pick up a multi-tap. 

No clothing policy, no court fees, and you can't even get rained off. 


PlayStation d 


uk.playstation.com 


video previews 


amen 


Kazunori Yamauchi 

| Prpsidwt, Polyphony nirjir.il inr 


LE fTlRN5 24 HOURS 


^ubiishet Infogrames Game type' Driving sim Out Now Players: 1 (1-2 in full gamer 


VIDEO FIVE 

V-RALLY 3 

Publisher: Infogrames 

Eden Studios’ latest V-Rally incamadon 
Is In the shops now, and no doubt 
hopes to give World Rally Championship 
and Colin McRae a mud-splattered run 
for their money. Check out this latest 
trailer then read the extensive review 
on page 070. 


VIDEO SIX 

STAR WARS: 

RACER REVENGE 

Publisher: Activision 

Set eight years after Episode I, Racer 
Revenge pits Anakin against old rival 
Sebulba In the dangerous world of pod 
racing. This is bigger, better and faster 
than previous Star Wars videogames. 
Just watch the video, young Padowan. 


r The superb Le Mans 24 Hours captures the thrills, glamour and 
I pressure sores of this automotive marathon. Beautifully realised witl 
L J plenty of blinding unlockable cars and modes to cater 
for all gameplay tastes, this is a racing game that comes 
into its own as the light fades and darkness 
envelopes the track 

THE DEMO 

Drive one of six cars around ^ ^ : 

the Suzuka East track Once W f / ^ 

you’ve loaded the demo, / A 

select Quick Race and you’ll ^ ' 

be whisked to the Race Set Up 
menu. Ignore the option to ’Go Race’ 
for now and enter the Set Up options. 

Now you can cho °se your car. You have a choice of two 
MSm r delS each ,rom 1,16 CT ’ 0pen Prototype and Closed 
* j 1 Pr ° totype classes - 0nce you've made your choice and 

selected transmission, you’ll set difficulty levels for both you 
- Sprv:^*. a " d ’fWjg drivers - here, confirm the track as 
, and you’re off. .Once you’ve finished you may 

f0r ! he rep,ay ' When you ’ rc done the PS2 w 
-• ' - V ; C3n P '- y the dem 9 as many times as you like 


INSIDE GT3 

S| k n n ri °I a H^L lhC , SCrlCS ’ you know about the muslc - Now It’s time to hear the s 
™ « and greatest of Polyphony Digital’s driving slms, GT3: A-spcc. Her 

saass u 601 ? hls amblllons for the game and how ho and his team w 
aDout improving on Its classic predecessors. 




□N THE DVD«r 

TsIK to usl 

I,h umir DVD pop It In an envelope and send It to 
,, y0 u have problems with you DWP $end yQU out new one . 

the following address. WelltesHt ^ D|sc ReturnS| Customer 

**,»' iJtSSSSSS «» court Buncombe mad Industrial Estatn. 

lomemn. Somerset rtn 6TR 

>r, this DVD Will only work onaPS2. 




Controls 


L-Stick - Steer car 
® Accelerate 
® Change camera 
® Look behind 
@ Brake 
id Gear down 
(manual 
transmission) 

CD Gear up 


L-Stick - Steer 
R-Stlck - 
Accelerate/brake 
j Accelerate 
@ Brake 
cd Powersllde 
(it Clutch 
cd or id Preload 
cd or id Stunt (In 
combinat 
ion other 
buttons) 

m and m Low jump 
(tap 
at 

takeoff) 

(D CD (D CD 

(simultaneously) Ball 


IX £002 

RICKy CRRITIICHREL 


Publisher: THQ Game type Extreme sports Out Now Players: 1r2 

r -i he king of dirt biking Ricky Carmichael debuts on PS2 with MX 2002 

T The full game sports over 20 tracks a Create-A-BIker facility, Career 
j mode, Freestyle mode. Challenge mode and an Impressive array of 
stunts. Everything a dirt bike fanatic could wish for, essentially. 

THE DEMO 

Once loaded, press ► and you're presented with several modes of play, 
which can be selected with f/+ and <g>. Single-player race and Freestyle 
modes are available, with tracks located at Kenworthy and San Diego 

I respectively. Choosing 
head-to-head race allows 
two players to race two 
laps at Kenworthy while 
opting for head-to-head 
Freestyle lets you both 
take part in a timed 
contest at San Diego to 
see who can get the 
highest stunt score. 



































COLIN McRAE RALLY 3 xQ 
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iO COLIN McRAE RALLY 3 


^fa/vo/ine. 


The ever-exciting Lancer Evo VII is one of the initially selectable vehicles in Quick Start 
mode. As usual, the engine performance and handling are based on real data. 


nothing but 
snow and 


QUICK 5ERRCH 

From ultra-realistic rallying to cockney gangster 
malarkey, we're road testing the most exciting 
h'-spec racers on the release schedule car lot 
Clamber In and breathe up that new car aroma! 


COUN McRAE RALLY 3 


COUN MCRAE RALLY 3 


Codemasters returns with the world's most 
respected rally slm series. So realistic, you might 
want to take out life insurance. 


P O MJTTTtl ' i i allcv WM 

Stunningly original visuals combine with cool cars 
I and manga atmospherics In Capcom’s incredibly 
promising debut racer 




Achieving the perfect combo of 
speed and skid into the bends 


the key to success in this game. 


1 024ii!;*mr.y,-/.Vi_ 

The long-awaited 'gangster action driving game’ Is 
creeping ever nearer. Check out the latest news on 
the project and gasp at those London settings. 

p 028 mKSSSH 

Another ace driving series from Codemasters brought 
stunningly up to date. Gut-wrenching pile-ups and 
new story elements are on the touring car menu. 

po32 rniy < ^Tf!!Tffr| pj^jl 

A smorgasbord of forthcoming racers Including 
World Rally Championship 2002, Burnout 2 and top 
Sega hardcore driving slm F355 Challenge. 




H 


^ i 
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Rally game pretenders have flooded the country 
recently but now the Focus-driving Scot is back to 
reclaim his mud-splattered crown. This is, quite 
literally, going to get messy... 


■ Publisher Codemasters 

■ Developer: Codemasters 

■ Players. 1-2 

■ Release September 

Raindrops the size of 
i marrowfat peas batter the 
I windscreen. The wipers are 
f on full power, but with every 
pass, huge arc-shaped 
smears spread across the glass, obscuring 
the road ahead. This would be okay on a 
rainy afternoon drive back from the shops. 
But this Is a Ford Focus RS WRC travelling 
at 80mph toward a tight left turn lurking 
somewhere behind the drooping branches 
of several enormous trees This Is the level 
of realism Colin McRae Rally 3 Is shooting 
for. 'fou’ll Just have to hope the screen 
clears at Just the right moment and that 
somehow, the comer will suddenly appear 
through the mist.. 


In 1999, Colin McRae Rally took the 
console rallying slm to a new level Instead 
of Just transporting normal arcade-style 
racing to a slightly muddler selection of 
tracks (d la Sega Rollyl Codemasters bravely 
built the game around the time-trial nature 
of the real sport Ybu wouldnt be racing five 
other cars on a wide dirt track you would 
be going up against a series of devilishly 
twisty circuits with only the stopwatch to 
beat And at the end of every stage, there 
was a realistic pttstop where players did 
what they could to patch up their battered 
car before the next phase. The risk paid off 
- McRae became the most successful, and 
most respected, rally slm on PSone. 

With the first PS2 Incarnation In the 
series, you might expect Codemasters to 
play It safe and stick with the same formula. 
Instead, the game designers have spent the 
last year trudging around the world 
shadowing the Ford team, interviewing 
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//Every single detail plays 


Codemasters has made a feature out of the behind-the-scenes side of rally driving In an attempt to capture 

the whole atmosnhfirfi of thft rhamnlnnchln Unrn oro enma ,__i_ , _. . . 


Defying isn't all mud and trees 
look at that nice house! 


engineers, watching McRae and his 
co-driver between stages, picking up on the 
vibe. What they’ve discovered Is that there’s 
a helluva lot more to rallying than Just 
driving The teamwork, the preparation, the 
tension between stages - all elements 
missing from the average rally slm. But not 
from Colin McRae Rally 3. 

The main play option (Codemasters 
refers to It as “the heart of the game’) Is the 
gruelling Championship mode In this 
unflinchingly accurate experience you 
compete as Colin McRae through three 
successive World Championships. There's 
no getting thrown out of the game If you fall 
to stay In, say, the top six (unless you’re 
sacked of course). Mou have to complete a 
set amount of rallies a year, whether you’re 
at the top of the heap or ailing at the 
bottom. There are even plans to restrict the 
number of re-start points available to the 
unsuccessful competitor. They want you to 
suffer. ITs all part of the experience 

IN-GAME MECHANICS 

Also part of the experience are the opening 
periods of technical tweaking and between 
stages. In Colin McRae 3 each rally starts 
with a view of the service area Thu see the 
engineers preparing your car for the specific 
terrain and conditions ahead. fou can see 
your co-driver relaxing nearby, and petrol- 
head spectators gathered at the periphery. 
Ironically, to add to the realism, you no 
longer have to tweak your own car between 
each rally and each stage - as In the true 
sport the engineers are paid to do that for 
you (and besides, market research revealed 
that most gamers are completely turned off 
by the pre-race fiddling). You can Intervene 
If you like, but most will be willing to leave 
the techy stuff to the Ford crew. 


The Service Area 

Here you can watch engineers 
beavering away on your motor. 


You can then watch as your Ford drives down to that fateful 
starting position. 


From here, an animated sequence 
shows you driving down to the rally start 
The car In front heads off, then you move 
up to take your place. As well as these 
Introductory CGIs you get checkpoint and 
end-stage animated sequences. Before 
each new event you also take part In the 
shakedown day - a chance to practice on 
similar terrain to the forthcoming challenge. 

Every detail plays Its part In getting you 
Into the head of a professional rally driver. 
Even the countdown clock Is Included as 
part of the scenery, rather than a 
disembodied prompt Codemasters wants 
to keep the scene as real as possible. 


Of course, this ambition extends to the 
circuits themselves There Is some quite 
breathtaking visual detail In Colin McRae 3 
even by today's skyrocketing standards 
Sliding off the road In the UK stages has 
you churning up grass, spraying chunks of 
mud and leaving long slick, muddy furrows 
in your wake. A bit of wheel spin on the dirt 
tracks of Australia soon sees a storm cloud 
of red dust billow up from beneath your car 
- spin round and you can watch the cloud 
rise, hang like a pinkish fog and then slowly 
dissipate Into the ether The lighting is 
beautiful, too. What must be state-of-the-art 
environment mapping sprays gorgeous 
scenic reflections across the bonnet and 
roof, the sun glints off the windows, and as 
the rally goes on, dirt begins to cake the 
lower chassis. 

And of course, the cars themselves are 
beautifully modelled. Codemasters claims 

that Colin McRae 2.0 used around 800 
| polys per car, whereas Colin McRae 3 
I has 13,000 - a staggering figure. Each is 
I a perfect re-production, from every 
I curve and contour down to the clear, 

D crisply textured livery. In Championship 
H mode you are restricted to McRae’s 
D 2002 Ford Focus RS WRC, but there 
JT are several other modem and classic 
models In the Quick Start mode, Including 
the Mitsubishi Lancer Evo VII, Subaru 
Impreza WRX 44S, Ford RS200 and Lancia 


037 While the programmers have had most 
input from the Ford team, the handling 
physics of each vehicle have apparently 
been Intricately replicated. 


previous incarnations of the series, and 
there appears to be less friction between 
lyre and surface than we are used to This, 
no doubt will be tweaked, in any case, 
there seems to be oceans of depth in the 
driving model. We were, for example, able to 
experience how road conditions are going 
to affect the driving The rain is both visually 
astounding and a real test of concentration. 
Snow, too, billows into the road, causing 
real vision and grip problems Then there 
are the different surfaces The game travels 
though Japan, Spaia Finland, UK and 
Australia and these feature Tarmac, dirt and 
loose gravel tracks - all of which have 
noticeably different effects on cornering 
So Codemasters has taken another 
significant step Into uncharted territory The 
Colin McRae 3 Championship mode Is 
admirably hardcore, doing away with the 
concessions usually made to Impatient 
players If Gran Turismo - with Its obsessive 
car collecting - Is the RF’G of the driving 
game Colin McRae 3 appears to be the 
third-person action adventure It's an 
emotional Journey. A driving quest And It 
will be interesting to see If gamers can 
adapt themselves to this new system. A 
system that requires considerable time and 
dedication, that perhaps gets closer than 
anything else to the physical and mental 
demands of the sport Whatever happens, 
this is boundary-pushing stuff. ■ 


RALLY GOOD FUN 

And the handling - even at the early 
preview stage - Is pure, unadulterated 
Colin McRae, totally realistic, yet also 
magnificently skittish and hair-raising. At 
the moment the cars feel lighter than In 


Most external components - Including tailgates, doors, bonnets and bumpers - are damage-able and, at the extreme, detachable. Take too many 
knocks on the side and the door starts swinging open on every curve revealing the wonderful modelling on the driver and co-driver (the McRae figure 
‘drives’ realistically, using pedals, steering wheel and gear stick. Co-driver Nicky Grist grabs the roll bar on hairier comers). Ybu also get moments 
where the bonnet flies up, or where the whole tailgate rips off on one side so that It snaps up and down grotesquely with every bump In the road. 


Lighting effects are top notch. Sun and 
shadows play correctly on every surface. 


Fanner Giles developed a 
unique method of testing 
the strength of his fencing. 


Apparently, the handling is so accurate, 
this is essentially a Focus simulator. 


COLIN McRAE RALLY 3.0 aO 
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THE QUICK ALTERNATIVE 


No time for the full Championship mode experience? 
Why not try one of these modes instead. 


CRASH, BANG, WALLOP! 


Check out the spectacular Colin McRae 3 vehicle damage. 
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Auto Modellista looks unlike any driving game 
you’ve played, it’s also heading up PS2’s online 
ambitions. We visited Capcom’s studios to meet the 
developers who are racing against the grain. 


online even before Gran Turisma its also 
out to buck the trend of Its peers who feel 
compelled to create Increasingly 
photorealistic graphics 

At Capcom’s monolithic marble and 
glass Research & Development building In 
Osaka, the game's Producer; Norttaka 
Funamlzu, and Director; Makoto IshIL 
concede that developing the potentially 
epoch-making title has been challenging 
Ts just so different from all of our other 
projects No-one has done this kind of thing 
before,’ says Funamlzu-san. Employed by 
Capcom In 1985 purely to play sport with 
the R&D chief, Funamlzu worked his way up 
to heading the arcade development team. 

As the arcade and console departments 
merged, he became Involved with almost 
every game produced at the company Auto 
Modellista originated from Funamlzu's 
desire to create a totally different 
gaming experience 


■ Publisher Capcom Eurosoft 

■ Players: 1-8 

■ Developer Capcom 

■ Release: November 


® Things are changing at 
Capcom. The Japanese 
game giant is justifiably 
famous for its adventure 
games such as Onimusha 
and the legendary Resident Evil series, 
but now the developer is gearing up to 
bring us something very different The 
name is Auto Modellista 

This game Is set to steer the Capcom 
portfolio In a new direction and tackle a 
new genre. Its a racing game, a theme 
previously untouched by the respected 
purveyor of action adventure. Not only Is 
this a new route for Capcom, but It will take 
gaming down an unmapped road to 
spearhead PS2’s networked titles, getting 
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You'll be able to decorate your own carl 
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//This racer will take gaming down an 
unmapped road to spearhead PS2’s 
networked titles// 


TALK OF THE TOON 

Just from a glance at the early screens and 
artwork In this preview, It's clear that his 
wish is well on its way to being granted. 
Taking on a Pop Art approach to graphics, 
the game has an exaggerated reality and 
comic book feel, “in 2D art, you can easily 
tell the style and work of a certain artist at 
a glance,’ Funamlzu explains. “What we're 
trying to achieve Is that same artistic quality 
with 3D art, which Is why we gave the game 
Its name." The racer's vibrant cel shaded 
presentation, complete with stylised effects, 
unforgettably etches Itself Into your memory 
at first sight This Isnt just another title that 
blends Into an arguably saturated market 
Coupled with the exciting online 
possibilities, It Is set to evolve the racing 
genre and provide a fresh, new experience. 

To realise this goal and distinguish Auto 
Modelllstcts visuals from the current 
competition, Funamlzu wanted to use cel 
shaded graphics from the outset, but It took 
a lot to convince the development team 
that this was the way forward. “I had a lot of 
opposing opinion, perhaps because, at the 
time, the technique was so new," he says 
candidly. When Funamlzu saw the first 
rough Image of the graphics however, he 
knew that he could make It work. While cel 
shading has become the vogue among 


many developers of late, the results have 
often lacked a certain graphic finesse. In 
order to fully capture the nuance of the 
racing cars, Ishll and the R&D team ended 
up developing and patenting a new 
technique dubbed Artlstoon. 

SCALING THE HEIGHTS 

Stressing the importance of artistry In game 
design, Funamlzu moves on to opine that 
while being a racing fan Isn’t an absolute 
necessity as a designer, players can tell 
whether or not the vehicles have been 
created by a bona fide car enthusiast 
Fortunately, Auto Modelllstcfs team are 
nothing less, They're just so Into it,” laughs 
Funamlzu. In order to recreate the licensed 
cars, an unorthodox approach was taken to 
model them; the team visited renowned 
model maker Tamlya. Funamlzu enthuses: 
Those guys are great at miniaturising cars. 
Say there’s a very fine line on a car that 
defines it If you reproduce the whole 
vehicle by pure calculation it will look wrong 
to the eye, even though It’s technically 
correct When scaling the cars down you 
have to Inject some artistic licence.” 

Further research Involved Ishll-san 
sending the team onto the streets of Tokyo 
and also onto the Suzuka Circuit to sketch 
cars In order to familiarise themselves with 
handling the llnework. “We also did a lot of 
hobby racing among ourselves, using low, 
lightweight 500cc cars," says Ishll. "We 
bought cheap used cars and filmed them 
racing on dirt courses, because If you drift 


DEMOLITION DERBY 


If it’s stylised, it’s not exactly Teal’, right? With that in mind, OPS2 
asks Funamizu and Ishii the million dollar question: Will there be 
collision damage for the cars? 


Funamizu: -We’d love to be able to do ItT 


Ishii: ‘We tried to reproduce damage visually, but some of the car 
manufacturers would not allow it. They have their own rules, so we had 
no choice but to comply with their wishes." 


Funamizu: "The strictest manufacturer began with an 'H\ And you can't 
afford to not have its cars in a racing game, because they're huge." 


Ishii: “The policies of car manufacturers are so different from one to the 
other. Some say that you could shoot missiles and blow the cars up 
« you wanted to while others say you cant put a scratch on them. One of 
the th ngs we wanted to do online was to have a car sumo mini-game- 
m cmi°ch° co " te , s ' ants int0 a smal1 - restricted space and have them try 

hadTo PhrrMMi niTm T th ° U8ht 11 wou,d gGt players cxclted - bul wc 
naa to give up on that one! 






’TOON TECHNIQUE 


TTie game uses stylised 
lighting and shading, unlike 
the realistic effects saught by 
standard driving sims. 


and skid around these, the cars kick up a 
lot of smoke, dirt and dust We could refer 
to them later when working on the various 
effects In the game." 

POLE POSmON? 

AM's exaggerated effects take their cues 
from anime. For example, 'speedllnes' are 
used to accentuate the dynamics during 
high acceleration. Further to this, skidding 
tyres are accompanied by abstract Jaggy 
graphics trailing behind the cars, while 
contact with competitors will Issue sparks 
and a rumble via the joypad. Lens flare from 
the sun, and from the headlights reflecting 
off rain droplets, will also feature but the 
pair say the effect will be totally different to 
Its equivalent In GT3. Funamlzu believes that 
In the racing genre, there are two types of 
popular game: simulation (Gran Turlsmo) 
and arcade iRIdge Racer], Observing that 
Namco’s series seemed to be struggling to 
maintain Its position of late, he saw a 
chance to steal the space. In order to 
accomplish this, Ishll then Interjects that 
Auto Modelllsta will lean towards a slm style 
but, at the same time, have more of a 
‘game flavour than Gran TUrlsmo 3. "Say 
you speed along a race track or a steep 
mountain course and videotape your 
driving” he suggests. “While you're doing 
this, you may have a certain Image of your 


//“You’ll feel as if you own the car 
because you can decorate it to your own 
taste,” Director, Ishii-san// 


driving performance that’s often different 
from the actual footage when you watch It 
In your mind, you tend to exaggerate what 
you’re doing to make yourself look cooler 
than you are. What we’re trying to do with 
this game Is to reproduce that exaggerated 
Image, to give players the sense of 
satisfaction of being a great, cool driver’ 

The gameplay structure Is largely what 
you'd expect from a racer, complete with 
CPU opponents and unlockable vehicles 
Seven courses will be available across a mix 
of circuits mountain courses and cities 
though the details of the tracks are yet 
to be finalised. Ishll stresses that what 


AUTO MODELUSTA aQ 

PKaaaif 


Cel shading essentially 
substitutes the smooth, 
shaded tones playing 
across a 3D object's 
surface with flat areas, 
mimicking the shadow and 
lighting techniques used to 
create characters in 
traditional 2D animation. 

A black outline completes 
the image. Also known as 
Toon Shading, the effect 
was an innovative standout 
In Sega’s Dreamcast classic 
Jet Set Radio, and has since 
become increasingly 
popular among gamers for 
Its unique look. Other cel 
shaded games on 
PlayStation 2 include: 




DNA IHudsonsoft) 

Mentally taxing futuristic adventure, where the 
trench-coated hero resembles a manga version of 
the protagonist of Frank Miller's Sin City. 

Cel shading: A tad on the chunky side. 


FUR FIGHTERS (Bizarre Creations) 

They may be cute and fluffy, but the heroes of this 
shooter are perfectly capable of dishing out some 
serious damage. 

Cel shading; A Hawaiian shirt-wearing kangaroo 
armed to the teeth? love It! 


Auto Modetlistcfs online play will a Dow 
up to eight players to race each other at 
any time And if you just fike to watch, 
you can ‘sit’ in another racer's passenger 
seat and see the action from there. 


KLONOA 2: LUNATEA’S VEIL (Namco) 

Sublime platformer packed with of gorgeous 
environments and addictive gameplay. 

Cel shading: In a word? Sublime. The characters 
are adorable. 
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makes this racer stand out are the 
customisation possibilities ‘In short you 
have the ultimate freedom. Mdu'II feel as If 
you actually own the cars because you can 
decorate them to your own taste. You can 
create original stickers with an In-game 
paint program.’ 

Without going Into specifics, the pair 
promise a wealth of cosmetic parts found In 
the real car market to make your car more 
aerodynamic.’ Performance upgrades will 
also be available and great care Is going 
into deciding what will be offered. The 
developers have taken Into account that not 
all gamers are hardcore racing fans The 
enhancements will therefore be more 
exaggerated than those In GT3, for example. 
Ishll explains that ’by changing certain 
parts you’ll be able to tell Immediately If . 
the car's performance has been Improved. 

As If all this wasn't enough to get 
gamers excited, Auto Modelllstds online 
gameplay Is where the fun really starts ‘We 
view offline play as preparation, like when 
you change your clothes and check how 
you look before you go out When you feel 
100 percent ready, that’s when you go 
online to show off your car and skills’ 
Networked play will act like a virtual race 
meet players can talk shop and boast 
about their car's custom enhancements 
Fans of a particular car will be able to form 
a community, hold meetings and compete 
against other car fan groups A total of eight 
challengers can compete In an online race, 
while others can participate as spectators 
Should a particular car's performance pique 
your Interest spectators can experience the 
race first-hand by riding In the passenger 
seat Although this feature Is yet to be 
finalised, extra background music, as well as 
extra elements not on the DVD, may be 
downloadable to the Hard Disc Drive. 

NET WORTH? 

When asked how the game will connect to 
the Network, Funamlzu tells us that It hasn't 
been decided yet Currently, In Japan, the 
massively popular Capcom Vs SNK 2 and 
Gundam: Federation Vs Zion DX utilise the 


//Spectators can opt to experience the 

race first-hand by taking a ride in the 
passenger seat// 


KDDI Multi Matching Service via a 56k 
modem (KDDI Is a telephone company In 
Japan which is providing a dedicated 
service to link up Capcom's networked 
games via a 56k modem). "Broadband Is 
coming soon. We don't know all the details 
yet so we cant definitely say which way 
we're going to go.’ Technically though, the 
56k service ought to be able to handle Auto 
M odelllsta gameplay If broadband networks 
experience teething problems. Before final 
decisions are made about AMs online 
future, the team Is still busy working on the 
graphics. Funamlzu and Ishll consider the 
game to be around 20 percent complete. 
The environment Isnt completely created 
using Artistoon yet’ states Funamlzu. The 
game’s graphics need to be evaluated as a 
whole; the cars, the environments, all the 
effects. Until you can see all the elements In 


place, you cant really Judge It’ 

Previously, a forthright member of the 
gaming press remarked that what the team 
was doing with Auto Modelllsta was too 
risky and reckless. The pair dldnt take the 
comment to heart “Maybe In a way, he was 
right’ Funamlzu laughs - he views their 
risk-taking as very much a positive thing. 

If we imagine the ultimate evolution of 
the driving game as one where reality Is 
mimicked to perfection and replays are 
indistinguishable from a live broadcast, is 
this really what gamers want? Innovation 
always involves an element of risk, but the 
chances are Funamlzu’s ambitious project 
will turn heads and claim admirers upon Its 
arrival In the Autumn. It’s already giving the 
racing genre a welcome shot of character 
But then again, that’s what Capcom's been 
doing to the videogame world for years. ■ 
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e epic Final Fantasy series can now be experienced on PS2 for the first time. But without you t e mos 
itastic gaming story ever created cannot continue. Help Tidus and Yuna battle through an epic journey in 
attempt to save the world of Spira from the evil Sin. What are you waiting for? 

uk.piaystation.com PlayStation 2 

THEIR DESTINY IS IN YOUR HANDS. 
































THE GETAWAY aQ 




Early PSone titles Porsche Challenge 
and Rapid Racer are developed and 
released by SCEE The internal 
development team behind these games 
will go on to become Studio London - 
recently renamed Team SoHo. 


Work begins on a 
Dr/yer-inspired 
PSone version of 
The Getaway with 
a team of just 
nine people. 


The decision is made 
to move The 
Getaway from PSone 
to PlayStation 2. The 
development starts 
from scratch. 


THE GETAWAY 
A TIMELINE 

The Getaway will 
finally hit the shelves 
this winter. But why’s 
it taken so long? 


^^Slattoh.2. SPEClALiolTION: RACING GAMES 


GETAWA' 


Photographing 70 square 
make a gangster sim out 


miles of London was just the first challenge for Team SoHo. The second was to 
of it And the third was to make people believe it was real... 


■ Publisher: SCEE 

■ Developer: Team SoHo 

■ Players: 1 

■ Release: October 

® u lt was difficult to explain 
to the management that 
The Getaway was going 
to be a year late," reflects 
Writer and Director 

Brendan McNamara. “It was never going 
to be a fun meeting. Luckily, everyone’s 
stuck with us for the ride.” And what a 
ride it’s been. Starting back in August 
1999, McNamara's SCEE development 
team set itself an ambitious task - to 
recreate 70 square miles of central 
London for use in a filmic gangster 
crime sim. Following two different 
characters through the crime-addled city 
streets, the plot would lead players into 
the seedy underworld of gangland 
London, and include encounters with the 
infamous Triads, East End mobsters and 
the Yardies. Play would consist of on- 
foot shooting and exploring, plus 
perilous car chases through the streets 


plans would mean the game would 
require a lot of cash, a lot of manpower 
and a whole lot of time. Unfortunately, 
no-one knew just how much time. 

SOME BACK STORY 

The story behind how Team SoHo achieved 
this has become the stuff of videogame 
folklore. A team of artists set out with digital 
cameras and, quite literally, took photos of 
every building in their chosen area. These 
images were then pasted onto the front of 
virtual structures Identical In scale to their 
real-life counterparts. Starting with Piccadilly 
Circus, they worked outwards until they 
reached Angel to the north, Lambeth Bridge 
to the south, Shoreditch to the east and 
Hyde Park to the west 

■Both SCEE and SCEA really liked the 
Idea and vision of The Getaway,” recalls 
McNamara, “Even from the very beginning 
with the first screenshots of Piccadilly 
Circus that we released, people really 
bought Into the Idea of constructing a large 
portion of London for a videogame.” Ah yes. 


Those screenshots. The ones that looked, 
shall we say, too real-, a shiny silver car 
driving past Starbucks and Pret-a-Manger. 

The famous neon advertising boards that 
adorn Piccadilly Circus, the Burger King and 
Dunkin' Donuts signs beneath. The games 
Industry was agasp - could these people 
really make a game that played as good as 
those screenshots looked? And were they 
screenshots or mock-ups? 

That was over two years ago. Since 
then, PlayStation 2 has seen the graphical 
finesse of Gran Turlsmo 3: A-spec, Metal 
Gear Solid 2 and, more importantly, crime- 
based adventure Grand Theft Auto IIL 
Games that had promised so much but 
crucially, delivered so much more. The PS2 
was now officially hot Developers were 
walking It like they talked it and the stage 
was finally built for a great game that 
combined the realism of Gran Turismo 3 
and the gameplay of G1AIIL Unfortunately, 
Instead of doing just that The Getaway 
suddenly made a swift handbrake turn and 


went Into hiding Nat to a grimy caravan on 
an allotment In Essex, but to the fourth floor 
of SCEE’s development studio complex in 
the heart of Soho. With a lack of 
development updates, the rumours soon 
started The Getaway was cancelled Those 
screenshots had been pre-rendered. Sorry 
had pumped millions Into a lost cause. So 
had The Getaway really gone AWOL? What 
happened to It 7 Welt quite a lot actually. 

TIME FOR A REVAMP 

Creating a game as vast as this needed 
time. Much more time More than 
McNamara and his team had ever 
envisaged. Originally The Getrnwy had 
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The then-SturJio London make the 
decision to set the game in photo¬ 
realistic streets and buildings, while 
research and development begins Into 
the facial animation technology that 
will be known as Talking Heads. 


a 70-page screenplay 

S is penned by Brendan 
McNamara and 
Katie Ellwood. More 
characters are cast. 


Anna Edwards (Vhsmlnl 
and Don Kcmbry (Mark 
Hammond) arc cast as 
voice actors. 


Main story 
undergoes a 
rewrite and levcl- 
devdopment 
takes place. 


The first screenshots of the 
game arc released, showing a 
photo-realistic car driving 
around an accurately realised 
London street. Jaws drop. 
Cynicism begins. 



















THE GETAWAY 
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been planned as a mis Reflect | 0n s' 
the PSone. partly lnsplre J^ y ^ n0 on- 
Drlver. Its focus was on dri ^" a 'T )n | eve l 
foot element At this dme, nQW 

covered only 15 P«* ° orfver2 
rendered In the PS 2 ■ of 

came out in 2000 with the adaeo H 

walking the team decided to shift to a 

more powerful platform. As a res 
Getaway was rebuilt ^mscratehjo ^ 
didn't use an existing game end • 

a port and all the technology used was 

specially developed by theicodeis 

-When we got hold of the PS2.w 

wanted to create some really exten 
environments,' explains McNamara It’s 
difficult do that with only 4Mb of Vld 

which meant we had to flndaway of 
streaming all those millions of texturesln 

order to create realistic environments Once 

this had been achieved, ft became clear 

that with such an Impressive game world, 
everything that Inhabited ft had to be 
equally realistic. After all, creating your 




.ocatlon |s on «y ^feSf^ters Into the 

^ henWe 2 lifeless,' remembers 

game they looked ^ dec(s | 0n to 

McNamara, ^en we m bod^ expressions 

scanrealpeoples ^ br)|||ant 

assi-g—' 

atmospheie. we involved ,he 

film and TV Industry,’says McNamara. 

Production Designer Simon WMdscouted 
for interior locations, while Sclpt Writer 
Katie Ellwood assisted McNamara In 
developing a 70-page script A cast of actora 

was also recruited to play characters In die 

game, a move that provided film production 

values "A lot of people In the team have 
film sensibility and film aspirations, but they 
still love videogames' McNamara explains. 
•We asked the question, 'Can something be 
more than a movie and more than a 
videogame -1 don't know what you'd call, 
that but that’s what we were trying to do.’ 

It’s well-documented that Team SoHo 
looked to such films as The Long Good 
Friday lor Inspiration. However, McNamara Is 



//"To achieve the right level of personality 
and atmosphere in the game, we involved 
people from the film and TV industry” 7/ 

keen to point out that they always wanted 
to create a 'serious' game, as opposed to 
the comic stylings of Lock, Stock And Two 
Smoking Barrels. “The Getaway has been 
deliberately designed as an 18-certlflcate 
game,’ states McNamara. “Not Just so we 
could be gratuitous, but because It meant 
we could tackle Issues usually only reserved 
for films' The game Is graphically violent, 
and, to paraphrase Simon Bates, 'contains 
sexual swear words.' Yes, those swear words. 
WeVe tried to appeal to an older audience. 
Not |ust over-l8s, but those outside the 
normal type of gamers. Well be showing 
trailers at cinemas and I’m hoping people 
will say, Wow, I'm going to buy that” 

‘But how does ft feel to play? 1 you ask. 
Does It matter that the game Is advertised 


In the cinema, that the cut-scenes were 
acted by real actors and If you drive over 
Waterloo Bridge you can see the landon 
Eye exactly where It should be? Is The 
Getaway all style over substance? More 
importantly, are you still wondering whether 
the screenshots In this preview are real? 

CRUISING THE CITY STREETS 

Happily, we can confirm that those Images 
are the real deal. Sitting with Lead Designer 
Chun Wah Kong we watch as he loads up 
the game. The opening cut-scene begins. 

Two gangsters sit In a car, bantering about 
their latest assignment. The pair’s Job Is to 
kidnap the child of Mark Hammond, an ex¬ 
gangster. The action then cuts to Mark’s wife 
Susie Hammond and their son as the two 
gangsters accost them, claiming to be 
detectives. Realising their scam, Susie tries 
to grab her son and a shot rings out Susie 
Is wounded and the gangsters flee with the 
boy. Mark appears on the scene In time to 
witness his son being driven off. 

From here, the player Is Instantly thrown 
into a cross-London chase to the gangsters’ 
warehouse hideout south of the river. 

Following a direction cursor, we make our 
way across Waterloo Bridge and take a hard 
left along the south bank of the Thames. 

Wah Kong asks how we're finding the 
handling “A bit sensitive," Is the answer, as 
we bounce off walls, lampposts and traffic. 

For gamers used to the more forgiving 
driving experience of GTAIII, The Getaway 
does take getting used to. At one point, the 
car flips over after a nasty collision. That's 
it,” says Wah Kong “You'll have to start 
again." In this game, you don’t get a second 
chance. As we master the controls, other 
subtleties outside the car pull you Into the 
gameworld. Pedestrians are localised, for 
example. Drive through Chinatown and 
most people sport Oriental features, for 
Instance. Even the type of vehicles reflect 
your current position. Cruise through 
Mayfair and you’ll pass Bentleys and Mercs; 
drive through East London and Caprls and 
Cortlnas are the order of the day. In total, 65 
licensed vehicles feature, among them a 
double-decker bus and a forklift truck 

On reaching the warehouse, Mark leaves 
the car. We take control of him In third- 
person view and enter the building Going ^ 
through the door cues no loading screen - 1 




OPS2 reports for the first time on The Getaway. 
Javier Carrion, a Programmer on the game, Is 
featured talking about the high level of detail 
being used for the cars and their physics. 

Again, our supplied screenshots look highly 
impressive. Again, are they real? 
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Brendan McNar 
and Ills team ai 
given a further 
year to compic 
Tho Getaway. 
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Characters are made 
more realistic with 
lip-synching and a 
huge range of facial 
expressions 


//Cruise through Mayfair and you’ll pass 

Bentleys and Mercs; drive through East 
London and Capris and Cortinas are the 
order of the day// 


we Just walk straight in... and promptly get 
shot “Gamers will have to think about this 
game differently to what they’re used to," 
laughs Wah Kong “You cant Just walk In, 
guns blazing You need to think how you’d 
do It for real." Trying again, we use a 
combination of controls to tentatively check 
round the corner, before Jumping out and 
blowing away the first of the gangsters. It 
soon becomes apparent such stealthler 
tactics are essential to staying alive. 

We take another hit and Mark begins to 
stagger, blood oozing from a wound. Aiming 
now gets tougher as the Injury saps Mark’s 
strength. “We dont use health bars," says 
Wah Kong “It helps people forget they're In 
a game." The Interior of the warehouse 
looks authentic, with ’real’ products stacked 
on pallets. Famous beer labels nestle 
alongside well-known cigarette logos. 
Incredibly, Wah Kong hopes to make this 
background furniture destructible. 

After wasting the goons, you reach the 
office of gang boss Charlie Jolson. A cut- 
scene tells us that Jolson Is using Mark’s 
son as a hostage In order to blackmail him 
Into doing a series of Jobs. In the finished 
game, these will total 12 missions. A further 
12 will follow, playing from the perspective 
of policeman Frank Carter The first of these 
Is a potentially suicidal hit against some of 
Mark's former gang members In a 
Chinatown restaurant. For once, cut-scenes 
are well-scrlpted, and never sound forced. 
The facial expressions add to the effect, as 
does the tight llp-synchlng courtesy of the 
Talking Heads technology designed by the 
I games Lead Animator, Gavin Moore. 

Starting the game’s first mission, and 


now a little more au fait with the controls, 
we do some sightseeing - driving up 
Regent Street and donuttlng Into Oxford 
Street before taking the pavement route 
Into the heart of Soho. “We're Including a 
Tourist mode," reveals Wah Kong “You'll be 
able to take pictures of the landmarks." The 
team has also added a special Taxi Driver 
mode. Pick up tourists, and In an Inspired 
twist take the unknowing passengers on 
the longest route between two destinations. 

PASSION AND COMMITMENT 

Three years In development a year overdue 
and little information filtering out about 
progress, has left the gaming press sceptical 
about The Getowoy. But McNamara remains 
positive, “There are no games on Xbox that 
look as good or feel as big as The Getaway 
on PS2. There aren't any other games that 
have a stoiy that actually means anything 
That’s probably why the game's taken so 
long" And from a technical perspective, the 
opportunities for expanding The Getaway 
are numerous. “We have this huge digital 
asset," McNamara points out “We've spent 
two years building technology and another 
year working on the gameplay," he says 
“We’re now making another game using the 
tools we developed The Getowoy with. It’s 
actually more of a prequel than a sequel." 

McNamara’s passion for the game Is 
evident “I'm proud of the team. They could 
have bottled It many times Now the game’s 
close to coming out and I think It lives up 
to about 80 percent of our original vision." 
He pauses “1 dont think anybody will ever 
produce a game with a similar scale. They’d 
be stupid to attempt It anyway..." ■ 



I OPS2 covers on The Getowoy - and 
J those screenshots were real! We visit 
f Team SoHo to sec tho game running, 
r No out-of-car action yet but we 
watch a selection of vehicles career 
J around a photo-realistic London. 


President of SCEE. Chris Dccring. tens 
OPS2 ‘The Getowoy could have been on 
the market now. but so many ideas have 
come along that will make It even better 
It'll definitely be out way before next year. 


OPS? visits tbe re¬ 
named Team SoHo 
i and actually plays 
' The Getowoy The 
1 public will get to 
play it this winter. 
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Touring &rf^£Sng Is frantic f & r 
and ultra-competitive. 

Everything that FI Isn't. ^ i.. 
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TOCA RACE DRIVER 


The cat's the star, right? Not here. TOCA Race 
Driver is a much more human experience... 


■ Publisher: Codemasters 

■ Developer: Codemasters 

■ Players: 1-4 

■ Release: September 

® How can Codemasters 
improve on a series that 
was near unbeatable 
from the get go? Well, to 
paraphrase budget 
crooner Max Bygraves, 
they *wanna tell you a story*. That’s 
right, TOCA has been jangling the nerves 
of race fans since 1997, so now 
Codemasters wants your heart involved, 
too. And it’s aiming to do it in a 
blockbuster-style narrative that will shift 
emphasis from the cars to their drivers. 
Sitting comfortably? Then we’ll begin. 
(The following is greatly enhanced by 
reading in a gruff, movie trailer voice). 

Ryan McKane Is a Touring Car test 
driver and younger brother to Daddy’s 
favourite son and superstar TOCA driver, 
Donnie. Caught between his father's name 


(Dad’s a veteran race driver himself) and 
Donnie’s success, Ryan Is going nowhere 
fast But when Kyle dies In a spectacular 
crash, Ryan’s grief turns to naked ambition. 
He’s going to be the best damn TOCA driver 
In the world and make his daddy proudl 
The narrative seems cheesy but the 
theory is sound. With Judicious use of brief 
cut-scenes and a well designed, context- 
based front end (see On The Menu) the 
developer alms to put emotive flesh on the 
bones of the game. Nobody, with the 
possible exception of Michael Knight, can 
say they’ve ever been dlssed by a car. But 
put an arch rival at the wheel of said car 
and put It In front of you with one lap of 
Holland’s Zandvoort track remaining before 
the chequered flag and It’s a different kettle 
of bolts entirely. 

DRIVING AMBmONS 

To this end, the traditionally abstract menu 
screens have been given the heave-ho In 
favour of locations In the professional life of 
your In-game persona, Ryan McKane. The 


Codemasters has added a 
speed blur effect to the 
3D engine to really convey 
the feeling of acceleration 
and raw power. 


main menu Is Ryan’s office, complete with 
Interactive PC (for email race offers/Career 
mode), filing cabinet (Options), Wall Chart 
(Info on rivals worldwldel and a door leading 
to the relaxation room. In there you’ll find 
Multiplayer, Time Trial, and Free Ride modes, 
and so It continues If this sounds at all 
reminiscent of the method that EA LA 
employed to heap Instant atmosphere onto 


the Medal Of Honor games’ front ends, 
you’d be right Indeed, Codemasters’ Studio 
Head, Gavin Raeburn has cited the WWII 
games’ ability to conjure an Involving 
ambience as an unusual source of 
inspiration for Race Drivel's narrative. 

The contextuallsatlon of the menus 
seems to work just as well here. As for 
the cut-scene-assisted narrative? 
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TOCA RACE DRIVER 
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Unfortunately, the Career mode was not 
implemented in the version we played, so 
how effective the FMVs are in practice is yet 
to be seen One thing is certain, by 
motion-capturing entire scenes with actors 
speaking their dialogue together - as 
opposed to motion-capturing individuals, 
making a composite scene after the event 
and then dubbing in dialogue the end 
result will be as naturalistic as current 
technology can afford. 

But enough of narrative, context and 


ana.— 


3. Tb* My Cupboard 

Here's where you choose your ride for the race 
Ahead. Move between key rings and theyll 
swing to and fro. it's a small touch but a 


YbuVc chosen your car and here It is. While 
you take a seat, the tech bods start getting It 
propped to race. Head to the clipboard and 
unu can alter all sorts of components. 


//Nobody, except perhaps Micha 
Knight, can say they’ve ever been 
dissed by a car// 


method. What Is this? A racing game or a 
Merchant Ivory film? Impatient race fans can 
relax IMerchant Ivory fans, you're In the 
wrong magj. It's a relief to be able to say 
that an unfortunate baby/bath water 
scenario has been avoided and 7DCA Race 
Driver Is very much Its parents' child. 

Each of the game's 38 International 
tracks has been lovingly recreated from 
official - and therefore expensive to obtain 
- statistics Likewise, each of the 40-plus 
unlockable cars from the Rover MG ZS to 
the Dukes Of Hazzortfs pride and Joy (the 
gorgeously throaty '69 Dodge Charger), has 
been created with utmost realism. That 
Includes recording the cars' engine sounds 
at source, naturally. It wouldn't be 7DCA 
without realistic damage and Race Driver Is 
not set to disappoint The game borrows a 
system used In official crash tests called 
FEM lor Finite Element Modelling) to 
recreate automotive bruising and chafing 
with Incredible detail. And since each race 
can have up to 13 challengers cutting you 
up at every turn, the chances are you'll get 
to see |ust how good It Is many, many 
times Windows shatter, bumpers get ripped 
off, body panels dent and shred. It's very 
Impressive. Equally Impressive Is the way 
damage has a direct and proportional effect 
on your car's performance Still, with a bit of 
luck you'll have caused a plle-up big 
enough to ensure that you wont be the 
only one driving around In what looks like a 
knackered clown's car. 

Cars and tracks become available as 
you make your largely non-llnear way 
through the Career mode's 13 
championships These are a mixture of 
officially licensed events 
like the British and 


It may look Hk® f* 1 
arcade racer, but TOCA 
demands sim-llke skill 
and 


German Touring Car Championships and 
composite, fictitious tournaments that pick 
and choose from the world's most 
challenging circuits All In the name of 
racing pleasure. 

CAN YOU HANDLE IT? 

With no option to provide difficulty settings 
Race Driver Is. like Its predecessors firmly 
parked In the slm camp. Learning the 
handling characteristics of your car and 
knowing every turn of each track before you 
challenge new opponents Is essential If 
you're going to come out on topi And 
although successful powerslldlng Is a 
feature of the game. It's a hard-won joy 
rather than a lazily done deaL In short 
ploughing gung-ho Into races will have you 
limping out of sand traps with missing (car) 
body parts again and agala Here, there's no 
substitute for genuine skill, something that 
you can nurture happily, chasing your 
previous lap's ghost car around 
the tracks In the 


Time Thai mode Or. falling that practice 
against up to three other players In the 
Multiplayer mode, with the added thrill of 
potential humiliation to spur you oa 
Then there's race preparatloa Should 
you want to tweak your chosen car's 
performance you wont be disappointed. 
Aside from the cosmetic concerns of the 
car's llveiy. you can make changes to gears, 
downforce, suspensloa anti-roll tyres and 
brake bias. And when you're done, you can 
take your mechanically engineered monster 
out for a pre-race test drive 

As the game nears completion, the core 
racing Is there and Its satisfylngly 
challenging and edjy if the story element 
does Its |ob and gives TDCA a human face, 
then petrolheads are In for a unique treat 
its a cliffhanger worthy of Hollywood. ■ 
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The one true-to-life martial arts fighting game. 
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iO RELEASE ROUND-UP 


Total Immersion Racing 

• Publisher: Empire • Developer: Razorworks • Release Date: November 
TIR hopes to bring a higher level of personality and Intelligence to the GT 
racing genre. The featured drivers have their own driving styles - they’ll 
also bear grudges should you get on the wrong side of them In a race. 18 
Incensed GT cars and a range of real circuits completes the package. 


Sega/AM2 • Release Date-. September 
Designed by YU Suzuki, the game genius behind Out Run and H °ng-On, 
rails a startlingly In-depth simulation based around die cla jjf lc 
modetUpdated C PS2 from the original Dreamcastrolease^is is the 
^definition of the term 'hardcore'. Not one for the amateur driver.. 


Gumball 3000 

• Publisher: SCi 

• Developer. Climax 

• Release Date.- September 
This real-life Cannonball Run is a 
3000 mile checkpoint road race 
across hazardous and hostile 
terrain, made famous by Its 
roster of rich participants. The 
PS2 version invites you to take 
any route you can, break speed 
limits and evade roadblocks on 
a quest to become the Gumball 
3000 chamDlon. 


Shox 

• Publisher: EA Sports • Developer: EA • Release Date: October 
EA applies the BIG brand to rallying and looks set to deliver a Sega Rally- 
style larger than life version of die sport The twist Is, in order to attain 
new vehicles you must earn spending money by entering one-on-one 
^compeddons against Al drivers. We suspect Colin McRae doesn't do this. | 


Riding Spirits 

• Publisher: Bam! Entertainment 

• Developer: Spike 

• Release Date: November 
Tagged 'Gran Turlsmo with bikes’, 
this slm takes all the elements of 
Polyphony's series and applies 
them to two wheels. Solid 
graphics, varied race tracks and 
a familiar career mode combine 
with fully licensed bikes and 
suitably unforgiving handling 


MX Superfly 

• Publisher: THQ 

. Developer: Pacific Coast Power & Ught 

• Release Date: August ceemlnelv lost its Ricky 

15 new tracks and the exclusive rights to feature the Annua ' A ^ t t 

AmateurNaflonal MX Championships.*£«*' 

see Tony Howk’^style mini games and Freestyle Track editor in mere 


Need For Speed: Hot Pursuit 2 

• Publisher: EA • Developer: EA • Release Date: September 
Competing directly with Burnout 2 in terms of 
balls-out speed kicks and police chase thrills, this 
veteran series has plenty of tricks up Its exhaust 
pipe Among them are twenty desirable 
licensed cars, shortcut-filled open 
environments, plus hazards like helicopter 
back up and tyre-bursting Stingers. You 
probably already feel the need... 


Get the 
zooming to PS2 
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CTA: Vice City 

characters, new v< 
motorbikes and si 
Improved visuals and more than a 
liberal d 

Eighties culture. So 
that's Giorgio 
Moroder and Jan 
Hammer on the 
and pastel 
coloured Espadrilles 
on your feet Cool. 


Burnout 2: Point Of Impact 

• Publisher: Acclaim • Developer: Criterion Studios 

• Release Date: November 

The second instalment of Criterion’s excellent high-octane arcade racer 
promises brand new tracks, 14 new cars and Impressive weather effects 
that have an adverse effect on driving Levels Include a sun soaked, 

Out Run-Inspired beach town, a snow flecked mountain dash and a rainy 
night time circuit set round a busy International airport As with the 
original, the emphasis Is firmly on speed, Instant thrills and of course 
blood-curdllngly spectacular crashes. Hugely promising 



rworid Rally 
Championship 02 

• Publisher: SCEE 

• Developer: Evolution Studios 

• Release Date: December 
Evolution’s rally slm is back and set to 
make the original look like a mere 
shakedown to the main event WRC 
produced courses stretching as far as 
the eye could see, and the sequel Is 
expected to Increase this Impressive 
vista by 200%. As well as all the latest 
WRC cars and drivers, Evolution has 
added trackslde features like streams, 
fords and lakes, plus country specific 
landmarks. The team Is also seeking 
to accommodate newcomers by 
giving each skill level Its own handling 
model and a tutorial option to help 
coach less proficient drivers. 


j co 



Indy Car Racing 

• Publisher: Codemasters 

• Developer: Brain In A Jar 

• Release Date: TBC 2003 
The first PS2 title based around 
the famous Indy Race League 
and Its most well-known event, 
the Indlanpolls 500. As you’d 
expect, the official license 
guarantees the rights to feature 
accurately modelled tracks, real 
teams, cars and drivers. 




• Publisher: Metro 3D 

• Developer Cneat Studios 

• Release Date: TBC 2003 
Acclaim’s RC franchise has 
far failed to replicate the real 
thrills of remote control car 
racing but perhaps 
Smash Cars will have 
more luck. Ybu bum 

round the many 
Interactive levels, avoiding 
people, animals, cars and 
any other real-world 
obstacles. It’ll boast 
accurate RC physics, 
loads of power-ups and 
a shortcut or two. M/cro 
Machines meets Gran 
TUrlsmo? Stranger things 
| have happened... 
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The realistic racers that mix 
pre-race tuning and tweaking 
with advanced handling 
physics. This ain’t no place for 
learner drivers... 


P 34 GRAN TURISMO 3: A-SPEC | 
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P 37 GRAN TURISMO CONCEPT 

P 40 LE MANS 24 HOURS 




Engaging and exciting replication of the famous all-day 
driving fest Go on, try the real-time 24 hour mode! 


| P 41 FORMULA 1 2001 
| P 42 FI 2002 

] P 43 FI CHAMPIONSHIP SEASON 
| P 43 FI RACING CHAMPIONSHIP 


As above, but slightly worse! 


SCEE’s long-running FI series proves its mettle again. 


... But EA's flash newcomer is closing in behind. 
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£[ I™® ,s ^hardcore it makes 
T® Wu-Tang clan look like S Club// 
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The lighting effects 
are gorgeous. Just 
look at that sky, man! 


Sliding through 
comers on the*3ffjr- ® 
tracks sends up ' r ’ ( - 
sandstorms that 
could bury Egypt 


GRRN TURISmO B-. 


The engine roars, the tyres squeal and the world’s greatest driving 
series accelerates onto PS2. Oh yes, the daddy is here.. 


Publisher: SCEE Developer: Polyphony Digital 
Price £19.99 Players: 1-2 Out Now 

rom the ground-breaking original to the even 
better sequel. Gran 7 hrismo has become a 
genre defining series, with every racing game 
in its mighty wake paling in comparison. Now updated 
for PS2, the expectations were sky high for a game 
that would combine the glorious visuals the console is 
capable of with the deep gameplay and fantastic 
handling of the originals. It doesn't disappoint. 

In a perfect marriage, the best driving series ever and 
the world’s best console have got It together and the result 
Is predictably superb. Load It up, watch the flashy Intro and 
breathe a sigh of relief as a familiar menu screen appears 
with all the modes and options we know and love present 
and correct. Pick a sexy motor (the Skyline GT-R will do 
nicely), select a favourite track and prepare to breathe your 
second sigh of relief. The handling Is spot on. But that Isnt 


what you'll notice first While we certainly aren't a bunch of 
graphics tarts, you’d have to be blind or insentient not to 
be blown away by the menagerie of lighting scenery and 
reflections streaming towards your softly weeping eyes. 
Considering It’s still relatively earty In the console’s life, the 
visual flair achieved in G73 is nothing short of spectacular: 

Once you’ve gotten over the staggering visuals you’ll 
find a lovingly created racing extravaganza For veterans of 
the series, taking your car for a spin will be pleasantly 
familiar - retaining the excellent handling of the original 
Improving It with tweaked physics and Infusing it with more 
speed than a party at Etoa As before, the cars are 
categorised according to power, beginning with the puny B 
class and culminating with Special class. There are huge 
distinctions between the licenses, especially with the Rally 
class which provides a refreshing change from the cautious 
driving required for road racing - allowing you to Ignore the 
brake while skidding through comers at top speed. 

Ukenearty everything in the game It just feels right W 
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jnk up with a pal (or six) for maximum rac.ng fun. 
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\l the racing is beautifully unpredictable. Its like playing GT3 
n the arcades - except the arcade Is In your own home. 

We haven't had this much fun since six-player Daytona 
USA and four-player Gauntlet back In the coln-op days of 
/ore. The tragedy Is that, as with other link-up games such as 
F355 Challenge on DC and WIpEout on PSone, only a few 
people will ever get to try it out. But even If you can only 
gather two loads of kit together it's more than worth the 
Hassle, as this really Is state-of-the-art and the pinnacle of 


As ever, the racing action can be divided Into two 
sections: Arcade and GT mode. Arcade contains Time 
Attack Single Race and Free Run, all of which are useful for 
honing your skills, as well as providing a quick burst of 
excitement without the hassle of customisation and 
earning money. And one of the great pleasures of all racing 
games, two-player head-to-head, can also be found here. 

But despite the numerous and undoubted charms of 
Arcade, every Gran Turlsmo fan knows where It’s really at 
G73 Is a hardcore game for hardcore racers and Its 
all-encompassing GT mode Is so hardcore it makes the 
Wu-Tang Clan look like S Club. 
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Wisely retaining the peerless licensing system, the 
game demands that you own the correct papers to enter 
the corresponding tournaments. Winning the licenses Is 
almost a game in Itself and those with enough patience 
and driving skills to achieve an all-gold rating are rightly 
rewarded with a prize car. On the subject of cars, there are 
considerably less of them than GT2 offered. But then, a tally 
of 150 beautiful autos Is certainly not to be sniffed at and 
with seriously desirable performance cars like the Aston 
Martin Vantage and the Lister Storm V12 available the 
compulsion to keep racing and keep adding more cash to 
the coffers until you can afford them Is as strong as ever. 


Thp tjirho-charsed super car Toyota Castrol Tom's Supra in action. It's one of the very best vehicles in the game. 


w 

The Swiss Alps. Offers 
more dirt than an 
inner city newsagent. 


If you're looking for flaws then the continued lack of 
vehicle damage Is a shame - now that the series has 
reached new levels of visual authenticity, slamming your car 
Into a barrier at 200mph without so much as a scratch not 
only looks daft, but goes against the whole 'realistic' 
essence of the series. Also, the Al of the CPU cars still 
follows a pre-set routine - one shoots to the front, another 
hangs around on your tall and the remaining three drive 
together as a pack And while this makes for close, 
competitive racing it Is somewhat predictable. 

However, these problems can't disguise the fact that 
Gran Turlsmo 3 Is the best driving simulation ever made 
and the killer app we all anticipated It would be. Although 
Its realism may be a big selling point, GT3 quite rightly 
favours fun over simulation and this is ultimately why it's 
such a joy to play. If you have even the slightest Interest In 
racing games you need to own this beauty. ■ Lee Hart 


GRAN TUR1SMO 3: A-SPEC 


Why we'd buy it 

-Dm, it's the best driving 
gameon PS2 

- That pretty much covers It 


- Predictable Al MJ 

■ Still no vehicle damage 
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GT CONCEPT: 

5005 TDKyO-GENEVR 


You’ve driven GT3: A-Spec, now Polyphony invites you to take the 
limited edition model for a spin. 


Publisher SCEE Developer: Polyphony Digital 
J’rlce: £29.99 Players: 1-2 Out Now 

r if Gran Ttrismo 3: A-Spec is the King of PS2 
I driving games, then GT Concept 2002 Tokyo- 
l j Geneva is a flashy but minor Duke from 
somewhere like Norfolk. Both games have the same 
Polyphony Digital bloodline. But rather than a true 


On the Professional level, 
GT Concept: 2002 s races 
are bumper-to-bumper. 



sequel to GT3 or an expansion disc, this slick and 
compact racer is a Gran 7 Xirismo spin-off. To put things 
in perspective, GT Concept 2002 Tokyo-Geneva is an 
enhanced version of Polyphony’s GT Concept Tokyo 
2001 in Japan. So not only does this new game 
simulate some of the production and concept cars that 
appeared at the 2001 Tokyo Motor Show, it also 
models those from the 2001 Geneva event. 

So where GT3 offered you the chance to drive cars you 
could never afford, GT Concept 2002 tempts you with cars 
that manufacturers will probably never make. However not 
all of the extravagantly sculpted sports cars and pod-style 
people movers displayed at the two shows have been 
Included. There’s no room for the bizarre Honda Unlbox or 
the eye-catching Mercedes-Benz F400 'Carving' which 
turned heads In Tokyo. Nor Is there room for Ford s Street 
Ka and the single-seat Rlnspeed R One which caused 
excited chatter In Geneva. But of the 95 driveable motors In 
GT Concept 2002, 25 are the wild dreams of car designers 
Some prototypes, like Ford’s GT40, you'll recognise from GT3. 
Others, like the sleek Chrysler Crossfire, the Hyundai Clix 
and the next-gen Honda DualNote (which has both 
electric and combustion engines! you wont 


LOCK ON THE BRIGHT BIDE! 


Despite the tact that GT Concept 2002 looks and feels like 
a quickie expansion disc and that it dilutes the gameplay 
that made GT3 so compelling, there's much to like. 



GT Concept 2002 has a beautifully updated version of GTZs 
Autumn Ring circuit - kick up fallen leaves as you negotiate 
the tight comers, dare to keep the accelerator floored around 
those deceptively quick bends. Why isnt there more of it? 




Uke GO. GT Concept 2002 
only features two race views - 
in-car and an external view. 
The Replay mode however, 
features extra angles, allowing 
you to view your best land 
worst) GT moments in the 
usual jaw-dropping TV 
broadcast style 



The Free Run mode allows 
you to practice your track- 
hurtling without interference 
from pesky rival cars. Pick any 
car that you have unlocked in 
the Single Race mode and try 
to set the fastest lap time 
Ghost Cars allow you to race 
against yourself. 









































2002 TOKYO-GENEVA 
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//GY veterans will finish GY 
Concept 2002 in a day-and-a-half. 


That leaves 70 non¬ 
concept production, rally and 
racing cars to play with. There 
are 21 cars from a range of 
American, Japanese and 
Korean manufacturers, 
including the Mazda 6, the smart Chevrolet Corvette Z06 
and the Lexus IS300. The UK and European companies 
provide a further 17 production models, the Mini Cooper 
S, Type 72 Lotus Ellse and the Tuscan Speed 6 among 
them. The remaining 32 cars are spread between two 
more car categories. Eleven 'Dream' cars represent the 
best that the Gran Turismo series has to offer; such as 
the Toyota RSC rally car, the Honda NSX-R and the 
Nissan GTR Concept The remaining 21 ‘Racing" cars offer 
souped-up, sponsor-splashed, spoller-alded versions of 
old GT favourites - Mitsubishi's Lancer Evolution VII, 

Audi's TT and Toyota’s super Supra, for example. 


Probably less// 


Free Run, Game Status and LLInk Battle. To unlock the 
tracks for the main single-player Racing mode, you first 
need to obtain a Course License for each one in a pre¬ 
selected test car. Veteran GT players will find the tracks all- 
too familiar There are three Tarmac courses: the Midfield 
Raceway and Tokyo R246 tracks from GT3 plus a revamped 
version of the Autumn Ring circuit from GT2. GT Concept 
2002 also plunders GJ3 for Its two rally tracks: Swiss Alps 
and Tahiti Maze. Each course also comes with a reversed 
version, upping the track total to a rather unsatisfying ten. 

With an optional Pace Car on hand to help you 
familiarise yourself with a track’s bends and comers, each 
course has three Clear Times: Bronze, Silver and Gold. 

Hurtle round a circuit fast enough to win a Bronze trophy 
and you not only activate the track for the Single Race 
mode, but you unlock a new car. Win a Gold trophy and you 


SMALLER, POORER, LESSER? 

But GT Concept 2002 isnt a case of ‘new cars, 
old game’. In fact It's almost a case of ‘new cars, no 
game’. Considering the daunting depth of GT3, GT 
Concept 2002 presents you with disappointingly few 
options There are no cups, leagues or championships to 
take part In, nor any class (4WD, FF, FR, MR) competitions, 
International challenges or patience-sapping endurance 
sessions And because there's no core Gran Turismo 
mode, there’s no money to earn, no extra parts for you to 
buy, no desperate need to customise your car to boost Its 
acceleration or to Improve the traction. Instead, GT 
Concept 2002 Is simpler and shorter, offering quick-fix 
gaming rather than lengthy simulation. Advantage: Its 
easier for beginners to get to grips with. Disadvantage: GT 
veterans will finish It In a day-and-a-half. Probably less. 

GT Concept 2002 lor should we call It GT’L/te?) has 
six main options: Course License, Single Race, 2P Battle, 
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The Toyota RSC 
Rally Car is the 
quickest dirt-rider 
in the game. We're 
in 2nd here, but 
not for long... 


As ever, the Replay 
mode shows you 
just how absolutely 
bloody lovely the 
GT graphics are. 


4WD 394BHF 


Honda DualNote 

The wedge-shaped design and four-wheel drive aren t what 
make the DualNote stand out. It’s what you can't see - a 

- -electric motor system. Honda 


3.5-litre V-6 engine with a —•-„ . . 

calls It 'electric turbocharging’, delivering 400bhp of efficient, 
eco-friendly performance. 

.cm w 


Hyundai Clix 

Like Toyota’s stylish RSC, the 2-door Clix combines the 
aerodynamic lines of a sports car with the rugged versatility 
of an SUV. Hyundai has dubbed It an FAV (Fun Activity Vehicle), 
a practical four-wheel drive concept powered by a 2.2-litre 
engine capable of delivering 300bhp. 


Heat hazed, 
lens flared, 
almost TV-like 


Suzuki GSX-R/4 

Combining Suzukl's motorcycle and motorcar knowledge, the 
GSX-R/4 is every Inch the sports car. Despite a small 1.3-lltrc 
engine, this lightweight concept can harness 172bhp and 
Suzuki estimate Its top speed as 140mph. Distinctive race car 
design boosts the 'must-have' factor. 


Zooming along the Midfield Raceway 
in a Tuscan Speed 6 with a 
‘chameleon spice’ paint job. Jjlj 



activate the track and two cars - one each for bettering the 
Bronze and Gold trophy times With ten tracks to activate 
and two extra cars to win per track, there are 20 cars to 
unlock before you even turn your attention to the Single 
Race mode Activate all ten tracks and you unlock a bonus 
'Pod' race: a three-lap challenge contested by six 
symmetrically-designed Toyota/Sony concept cars 
Once a course has been unlocked, you can jump Into 
the Single Race mode to compete on It. Each race can be 
contested on one of the two difficulty levels - Normal and 
Pro - and winning at each level unlocks a new car. Unlike 
GT3, where you were forced to customise your car by 
Installing new components and reducing weight to boost 
performance, winning in GT Concept 2002 Is about picking 
the fastest car and driving a solid race. A Settings option 
allows you to tweak your car's ride height and spring rate, 
adjust Its dampers, brake balance, downforce and gear ratio 
and change the tyres (soft, normal or hard). But In truth, you 
don’t need to flddla If the Aston Martin Vanquish Isnt 
responsive enough, try the Viper GTSR Concept. If the Viper 
Isnt fast enough try the Tuscan Speed 6 or a racing model 
- the Corvette C5R Is a 620bhp monster: the Toyota RSC 
rally car Is the fastest dlrt-rlder available. 




//It’s not an expansion disc - 
although you can winten million 
credits to use as a GT3 save// 


Is a stripped-down, GT3. Mss It boasts new cars, but these 
motor show one-offs must be balanced against what GT 
Concept- 2002 lacks - multiple championship modes, the 
compelling GT option, new tracks and weather effects Five 
seen-’em-before tracks (which you can only race during the 
day) seems sbnar. And no. there aren't any hidden tracks or 
cars Rent this game If you get the chance, but think twice 
before you buy. All you hardcore gamers will be 
disappointed by the poor fun-to-cost ratio. 

For newcomers to Gran Turismo-ing however, GT 
Concept 2002 provides a friendly introduction to the PS2’s 
finest racer. This is 'baby 1 Turismo, Its high-tech content 
counterbalanced by friendly options and gently challenging 
gameplay. But while It lacks the depth of G73, It doesn't 
skimp on the detaiL The 
3D graphics are fantastic 
(reflective bodywork track 
sheen, heat haze, 
awesome lighting and 
shadowing effects! and the 
car models are Just 
sublime The handling Is 


Each time you win a race or earn a bonus car; you can 
check your progress on the Game Status screea This 
shows all your unlocked cars and the percentage of the 
game you’ve completed. Beyond the repetitive Single Race 
competitions, the 2P and LUnk Battle modes provide the 
basic multiplayer support (although you still cant race CPU 
cars tool while the Free Run option is an extended practice 
session, complete with ghost cars and a performance 
analyser Adjustable options let you change the number of 
laps you race, the available driving aids, and so on. 

CONCEPT CARS, CONCEPT GAME 

GT Concept 2002 Tokyo-Geneva Is not a GT3.5. Nor is It an 
expansion disc that adds new cars to the GT3 game - 
although you can win ten million credits that can be 
incorporated into a G73 save. Ultimately, GT Concept 2002 


perfect the attention to detail is extraordinary and the 
soundtrack (13 songs from Ash. Dalki Kasho and Feeder) Is 
suitably stirring Surprisingly priced at £29.99. GT Concept 
2002 Is £10 more expensive than the platinum version of 
the full and glorious GT3. Spending more money but 
getting less gameplay Just doesn't seem right 
■ Dean Evans 
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Super-fast super-slick 
arcade handling is the 


order of the day. 


a handy menu allows you to selet 
compounds needed for the next 


Enter the pit stop lane and i 
the amount of fuel and tyre 
bout of laps 


Pit stops are vital in the endurance races. The animation Is 
beautifully done and adds an air of authenticity missing from 
the Dreamcast version. 
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HOURS 


LE mRNS 


The world’s toughest race provides an endurance test of epic 
proportions. Are you man enough for 24 hour racing insanity. 


Cci 


""publisher: Infogrames Developer Melbourne House 
Price: £39.99 Players 1-2 Out Now 

~\ reparation is everything so construct your 
D checklist wisely. Three tins of tomato soup (to 
L * jbe eaten cold); a packet of digestive biscuits; 
Paracetamol; five bottles of Lucozade; packets of 
cigarettes; a sleeping bag. Now lock yourself away. 
Focus Prepare for endurance gaming at its most 
extreme. Prepare for Le Mans 24 Hours. 

Ybur Initial options Include Quick Race, Championship, 
Le Mans 24 Hours and Time Trial. Quick Race lets you drive 
a mid-range car and proves diverting for a short time The 
real motor sport aficionado, however, will soon crave the 
thrills of Championship mode where the game truly shines. 

Offering eight distinct categories from Rookie GT 
through to Winter Endurance, the Championship mode is 
both satisfying and demanding As you advance you earn 
points, new cars and longer, more challenging 
classes of race, namely the Prototype, Super 
Endurance and Winter Endurance Those 
craving the full Le Mans experience can go 
straight Into the 24 Hours option, choosing 
either full race or Petit Le Mans - as the 
name may suggest a shorter version 
Thankfully, a quality game underpins 
this wealth of options While handling Is geared 
towards accessibility, various demands are placed 
on the player to retain realism. For example, once 


' ym //Driving by Suzuka’s Ferris Wheel 
illuminated against the night sky is 
an experience to be savoured// 


Endurance championship Is unlocked (ten laps minimum) 
tyre wear becomes a major factor. Pit too late or select the 
Incorrect tyres and you'll soon find yourself slipping around 
the track like an Idiot 

The race experience is enhanced by the Impressive 
draw distance and lighting effects. Ignoring some Iffy 


shadows and 
edges, the 
visuals truly shimmer 
when dusk falls and the stars 
begin to twinkle Driving by 
Suzuka's famous Ferris Wheel, 

illuminated against the 
night sky, Is an experience 
to be savoured. The 
dynamic weather effects 
are equally well rendered 
adding oodles of 
atmosphere. 

Ascending the Championship league tables proves 
deeply satisfying and the learning curve Is well Judged. 
Rivalries soon emerge and It's heartening to see that even 
Al drivers make unforced errors. On the down side, the 
Endurance mode Is only challenging In terms of stamina 
and the overall arcade approach encourages cynical 


gamesmanship. Rival cars, for Instance, provide handy 
barriers when cornering and the lack of damage means 
you never come off worse. It's also a pity - due to the 
usual licensing sensitivities - that cars do not suffer 
mechanical failure, the real source of Le Mans race drama. 

Minor criticisms aside, Melbourne House has certainly 
delivered a thrilling incredibly fast racer with enough depth 
and ambition to deserve a place In your racing game 
collection. Indeed, the gentle learning curve and Instant 
accessibility may well offer an acceptable alternative to 
those who find the Gran Turlsmo 3 handling model too 
exacting ■ Mark Walbank 


LE MANS 24 HOURS 
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All the stats, all the drivers, all the circuits and all the options you’d 
expect from an officially licensed FI thrill-fest 


Black with an Orange Disc Black 


Publisher: SCEE Developer: Studio Liverpool 
J^rlce: £19.99 Players: 1-2 Out Now 

r "ladly, FI is such a long-term discipline, it’s 

incredibly difficult to translate into much of a 
l j gaming dynamic beyond the standard driving 

game. And since the actual driving bit is more of a 
marathon than a sprint, there has to be a strong 
emphasis on innovation to keep fair weather FI fans 
hooked, punishing those comers lap after lap. 

For Formula One 2001 though, the angle Is slickness 
and variety, with pretty much every aspect of the sport 
represented and the authenticity cranked up so high it 
would take the most churlish chassis-jockey to spot any 
lapses In translation. All of the professional drivers are 
‘officially’ represented: from Icy Mikey Schumacher to 
steady Eddie Irvine and, of course, numerous Scandinavians 
with overbalanced consonant-vowel surname ratios. 

The broad sweep of gameplay options offers multiple 
entry-points, based on developing skill and familiarity. Test 
Drive Is the usual no-frills sampler; a low-stakes, one-off 
romp around any course, with any driver Quick Race Is the 
same, with added competition. There's also a cute 
Spectator option, featuring a computer race of which you 
are the ‘director’, with the potential to mix and match 
camera angles to create your own fantasy Grand Prix. 

But the game only really begins to crackle In 
Championship mode, with an extensive - a really, really 
extensive - recreation of an entire (2001) season. After 
selecting a team/drlver, it’s straight Into the race weekend, 
with the option of taking several practice sessions (mainly 
to experiment with the car set up) before a timed qualifying 
run, followed by a warm-up and, finally, the race. 

This Is where It get serious: blue, yellow and black flags, 
time penalties, strategic pit stops, audacious overtaking As 
with most other aspects of the game, pit stop strategy can 
be customised before the race, with the pit crew advising 
via radio contact, when and where to pull In. Of course, you 
can Ignore them but on longer tracks pushing the car to 
the limit will Inevitably cost points. Everything looks and 
moves fine, with a solid, fog and pop-up-free depth to the 
zippy 3D. Still, only a hardcore masochist would think of 


//The game really crackles in 

Championship mode with its 
recreation of the full FI season// 


turning off the driver's aids It’s clear, but not that clear, and 
without those crucial bendy arrows telegraphing tight 
comers you’ll be taking several unscheduled sightseeing 
trips across sludge and graveL Control is sharp, although 
on anything other than cockpit view mode, the driving 
illusion wobbles slightly - with the cars appearing to turn 
on a bizarre, floating central axis 

As ever, analogue control Is best and there’s the 
steering-wheel option which works extremely well. The 
competent two-player split-screen mode throws up the 
Intriguing possibility of recreating a rudimentary arcade 
atmosphere by bolting two wheels side by side to a sturdy 
table and turning off the lights And then hiring a surly man 
to smoke gratuitously In the comer 

Despite being the heart of the game. Championship 
mode can prove Immensely trying to all but the most 
hardened FI maniac, given the sheer lengths of race time 
and distance Involved. Gaining a comfortable lead can turn 
out to be a double-edged advantage, as for the reasonably 
steady driver, It can mean enduring lap after lap of 
featureless track scenery with only the odd grassy rumble 
and a pit stop to break the tedium. Luckily, the designers 
have Included an excellent Memory Card career-saving 


throughout a 

championship, comparing 
results to previous racers 
via three skill levels There’s 
also a superb, saveable 
replay system with the 
option of re-examining sections of the race with more than 
one replay visible at a time, should you feel the need. 

For players whose Idea of fun It is to finely craft their 
racing lines peeling waffer-thin shavings off lap-times Time 
Attack mode offers an exciting Innovation: international 
competition. Lap times can be converted to codes which, 
when uploaded onto the Sony Web site, are sorted Into a 
weekly leader board. And there’s the perfect solution for 
those evenings where 15 FI fens pop round: a 16-playec 
turn-based time-attack championship. 

Formula One 2001 Is the best Grand Prix game out 
there at the moment Be warned, though: the game Is 
meticulously weighted towards the sim side, and while FI 
fonboys will froth for Its authenticity, arcade racing speed 
freaks would be wise to look elsewhere. ■ Andy Lowe 
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End of danger. Go on, put 
your foot down, speedboy! 


Red and yellow stripes 

Slippery track (usually oil). 
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All the drivers 
from the 2002 
season are here. 


FI 5005 


Tweaked and polished, EA returns with an FI game for both spanner 
fetishists and Formula One virgins. 


After reducing your speed again (to 12mph) you must turn Into 
the space that's attended by your team's pit crew. Quick 
reactions and good parking will speed up the process. 


Publisher: EA Sports Developer: EA Sports 
Price £39.99 Players: 1-2 Out Now 

r “I ealism or fun? It’s been a hard decision for 
□ developers of FI titles over the years. The 
l common view is that true authenticity just 
doesn’t work In the 2001 Spanish Grand Prix, Mika 
Hakkinen was anticipating his first win of the season, 
but disaster struck on the final lap. Engine failure gave 
him no option but to limp off the track just a few 
hundred metres away from achieving victory over 
Michael Schumacher. But how much fun is that? If it 
happened in a videogame, you’d be livid So, does this 
mean that realism in games should be limited in order 
to avoid this kind of frustrating scenario? 

We’re of the opinion that authenticity Is a worthy goal. 
We’re not advocating complete mechanical meltdown on 
the start-grid but we do think that the slings and arrows of 
mechanical failures should be Included to pep up the 
tension and add a minor but realistic element of chance to 
the experience. Thankfully, EA has delivered the most 
comprehensive FI title currently available on PS2. Some 
might complain that It’s an update that at least visually, Is 
near identical to last year's instalment but Fl 2002 has 
been tweaked and tuned to offer a more well-rounded 
Interpretation of the sport this time round. 

The game’s greatest achievement is that It delivers an 
FI experience that can be tailored to the player's skill level. 


Though most Grand Prix 
games have Included options 
such as opponent skill level, 
tyre wear and fuel usage, FI 
2002 delivers much more: 
mechanical failures, the full 
F1A rules (Including all the flag penalties) and dynamic 
variable weather. This means that the casual Formula One 
fan can get straight Into the game and begin out¬ 
performing the likes of Juan Pablo Montoya with a less 
Intense arcade-style setup, while the true FI aficionado will 
also feel that their beloved sport is being treated with the 
gravity it deserves 

The authenticity even stretches to include slip¬ 
streaming and simulation handling Select the latter and 


//The casual FI fen can get 
straight into the action and begin 
out-performing Juan Montoya// 


racing becomes incredibly tough with wheels locking under 
hard braking and the slightest movement on to the grass 
sending your vehicle into an uncontrollable spin. Hardcore 
FI fans will be pleased to hear that it’s even possible to 
establish a pit strategy before the race begins. This can 
Include either a one- or two-stop plan that can prove 
crucial In securing valuable championship points. 

The only criticisms of FI 2002 are that It’s hardly the 
most visually resplendent driving game on PS2 IGran 
Turlsmo still beats It by a mile) and the frame rate, while as 
good as any other FI title, Is not as slick as we’d hoped. 
But for enthusiasts, this game offers the most detailed 
depiction of the Formula One circus to date. 

■ Mari< Walbank 
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Yes, another game with a FI licence. But does 
anything set it apart from the rest of the grid? 

Publisher Video System Developer: Ubi Soft 


r T nother year, another starting 
M grid packed with FI sims. 
l " j Publishers keep churning out 
the same 22-car, 16- (occasionally 17-) 
race scenario, presumably assuming no 
one will notice. How do you tell FI 
games apart? In reality, most people 
don’t bother anymore. 

This entry offers the usual one race, 
custom and full championship settings. 
There's also a multiplayer selection for one- 
to four-player split-screen antics as well as 
a turn-based Time Trial for up to 22 players, 
should you ever decide to host an FI party. 

Commonplace In FI games Is the 
ability to tweak particular aspects of racing 
While Quick Race may only enable limited 
control over these, championship races 
allow for more tinkering At a mainstream 
level, basic downforce, suspension and 
gearbox options are offered, but eventually 
ride height, tyre selection, brake Intensity 
and bias get thrown Into the mix. It’s still 
nothing to trouble the Intricacy of the setup 
screens found on the average PC FI sim, 
but then this Isn’t aiming at that market 

Indeed, the driving dynamics, even with 
the assists turned off, are very newcomer- 
friendly - you can leave braking very late, 
throw the cars Into bends with obscene 
severity and only when you step off the 
black stuff or violently bounce across a 
curb does the back end ever try to make Its 
way to the front True, In the wet things get 



a little trickier but only because the 
analogue sensitivity range of the accelerator 
Is Inadequately short making It difficult to 
balance the throttle around comers 

Graphically, things are more Impressive 
There’s pleasing attention to detail and 
once damage Is switched on, body parts fly 
realistically. The Al is such that most of the 
time the CPU opposition will do Its best to 
avoid contact, even giving up a comer If It 
means a potential crash (cars will compete 
for positions, though, but don’t convey the 
personalities of real drivers). 

There’s some occasional slow-down, 
but It's only momentary. More frustrating is 
the fact the weather doesn't appear to be 
dynamic. Odd, too, the braking - they bite 
like a bulldog at over lOOmph, yet take a 
ludicrous amount of time to stop you at 30. 
But ultimately, Fl Championship Season 
2000s biggest predicament Is that It offers 
nothing of any significance over rival Fl 
titles. ■ ■ JoAo Dinlz Sanches 


Price: £39.99 Players 1-2 Out Now 

i hy do all publishers insist on 
II focusing on the latest teams, 
stats and circuits when they 
know everyone else is doing the same? 
Wouldn’t it make more sense to offer 
something with a little more character? 
What about exploring the TUrbo Years of 
the mid-Eighties: a time of massive slick 
tyres, ridiculous engine capacity and 
insane acceleration? 

At least Fl Racing Championship tries 
to do something with its arrangement Next 
to the Arcade, Single GP race and Time Trial 
elements there are Championship and 
Scenario alternatives that require certain 
criteria to be met before access Is granted. 
For instance, the driving school option 
(similar to GTsI has to be completed before 
you’re ready for Championship entry. 
Additionally, taking part In season specific 
scenarios isnt possible until you finish a 
certain number of tracks In the points Not 
revolutionary, but it makes a change 
In terms of graphics the competition is 
already ahead. Car detail Is basic and 


backside objects could benefit from more 
polygons (although there are nice touches 
such as camera flashes from the crowdl 
Once the red lights are off, the weight of 
the steering may initially surprise yoa It 
allows for smoother control than the overly 
twitchy nature of most Fl racers and is 
equally suited to a digital or analogue set 
up. Less impressive is the sluggishness of 
the acceleration - not good in an Fl pma 
Handling wise, while on dry Tarmac things 
are fairly pick-up-and-play with a forgiving 
approach, the dynamics are nevertheless 
unrefined, aptly demonstrated by the 
overemphasised skidding once the rain 
comes dowa 

While the Artificial Intelligence wont win 
any awards, it is reasonable Other drivers 
acknowledge your presence In a more 
subtle manner than EA’s counterpart and 
generally get round the track competitively. 
Ultimately, though, this is average Formula 
One videogame territory. Despite one or two 
structural trinkets, you've no doubt seen It 
all before. ■ JoJo Diniz Sanches 
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Why we'd buy it 

- Progressive structure 

- Detailed presentation 
-Replay options 

Why we'd leave it 
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STUNTfTlRN 


Lights! Camera! "fraction! it’s time to find out rf a career as a 
Hollywood Fall Guy is all cunning stunts or crashing boredom. 
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Have these fellas 
ever heard of the 
‘laws of physics? 


STUNTMAN aO 

KEvaaiT 


Is this where we use the 
shockingly inappropriate 
Princess Diana caption? 


Publisher Atari Developer Reflections 
Price: £39.99 Players 1 Out Now 

hen you think of stunts you may well think of 
| | those wham-bam TV shows that get aired on a 
Saturday afternoon when everyone's waiting 
for the footy results. Shows like The World's Greatest 
Stunts! or When Stunts Go Bad (from the same people 
that brought you The World's Scariest Police Chases 
and When Flamingos Attack!}. What these 
sensationalist schedule-fillers have in common is that 
they take you behind the 
scenes on movie set- 
pieces. They might reveal 
how the car chase from 
Bullitt was filmed, or 
analyse just how much 
work went into setting up 
the memorable Mini Cooper getaway in The Italian 
Job. And there’s always footage of a jam-packed US 
stadium stunt-a-thon, where a costumed daredevil 
drives a rocket-powered Pontiac into a stack of 
burning cars. The crazy bastard. 

These shows let you see what Its like to be a stuntman, 
allowing you to appreciate the CGI-free organisation and 
human precision that goes Into making movie mayhem a 
reality. Aiming for something a little different after Driver, 
Reflections now brings all this car-flipping bus-sklddlng, 


bike-crashing excitement to the PS2 In the shape of 
Stuntman. Obviously, because of the developer's 
automotive expertise, the game sticks to stunts Involving 
ground vehicles. But what you do get are car chases 
through London, tank-driving In the desert and bridge¬ 
jumping In the American Mid-West Stuntman Is a 
beautifully assembled homage to the film Industry's most 
dangerous trade. 

Consequently, this Is a driving game with a difference 
Unlike the Driver series, It's not a 'drive-anywhere' type of 
game Donning the flameproof suit of a stunt driver, you’re 


dared to complete a series of Increasingly demanding 
vehicular challenges In a series of limited locations tour 
efforts will then be spliced together Into a film action 
sequence and eventually Into an atmospheric movie trailer 
Do your job well and you'll get to work on a movie with a 
higher budget and more complicated, lengthy stunts Those 
of you who still have nightmares about your driving test 
should be prepared for a terrifying trip down memory lane 
Stuntman revolves around three main modes - the 
Stunt Constructor and Driving Game options are there to 


//This is a beautifully assembled 
homage to the film industry's most 
dangerous trade// _ 















































offer Instant plck-up-and-play action. We'll come to these 
later. First you'll need to complete some of the challenges In 
the Career mode While the game retains the feel of the 
Driver series - smooth and easy handling striking 3D - the 
way you play the game Is very different The Career mode Is 
split Into six sections, with each section presented as a 
fictitious film. In each one the player needs to complete a 
number of stunt sequences, Including jumps and skidding 
close to explosions, performing handbrake U-tums and 
smashing through those piles of cardboard boxes that 
movies are so fond of. Each stunt sequence Is an obstacle 
course A preview shows you which mlnl-stunts are Involved 
In the overall sequence and the position of these 
manoeuvres [hit boxes here, slide Into the alley over there, 
etc) are Indicated on-screen by large yellow Icons. 

Egged on by the director, you race against a time limit 
to complete the stunt sequence. Checkpoints ensure that 
you keep your speed up, while directional arrows pop up to 



point you from stunt to stunt An objective bar at the top of 
the screen displays your overall progress Miss too many 
manoeuvres and the director wont be able to get the shot 
he wants He’ll yell ‘CutT and you’ll have to start the 
sequence over. Almost perfect driving Is required - you cant 
be too slow, wreck your car or take a wrong turn. After every 
effort a replay option shows you how you performed. Like 
the Driver replays, they’re shown from a number of different 
camera angles 

From your very first stunt (a seemingly simple car chase 
through East London) you should be prepared for 
uncompromising action. Its In these early stages that you 
begin to understand a stuntman’s responsibilities on set 
and the skills Involved. Stuntmen need to get their stunts In 
the bag first time - film Is precious. Thankfully, the game Is 
more forgiving Fall to hit just the right box or to take the 
right comer and you'll get an earful from the director before 
the stunt Is reset This Is where frustration can creep In. But 


It’s here you'll learn the concentration and the skills that'll 
see you through the rest of your challenges. Each movie 
features up to five separate stunt sequences, with each 
sequence consisting of over ten Individual stunt elements. 
Each movie also ends with an arena-based one-off stunt 
that must also be completed before you can pass onto the 
next film project 

AND THATSAWRAP 

As for the movies themselves, It’s not hard to see where the 
developers have drawn their Inspiration. The first mission, 
Toothless In Wapplng, Is obviously Inspired by Brit gangster 
flicks like Guy Ritchie’s Lock, Stock And Two Smoking 
Barrels. It's all old skool, East London motoring; close calls 
around the docks, handbrake turns In warehouses and 
chases through busy streets. Complete this and you fly to 
the US to work on 'A Whoopin’ and a Hollerin' - full of the 
moonshine-inspired tomfoolery of The Dukes Of Hazzard 


RNRTOmy OF R 5 TUNT: THE CDRKRCRFI11 It's tough to tell how well you've performed on a stunt. The replays 

1LJJ can sometimes be pretty cringeworthy. Here’s one of our efforts: 
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Sharp corner. Hit the 


bins. Big Finale and 


home In time for tea. 
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There are plenty of cars available to destroy with your 
crazy stunt antics - plus a fair few to unlock if you're 



3. It looks hard as nails and steers like a cow. A big round of 
applause for the desert tank 


and SmokeyAnd The Bandit Expect dusty country tracks, 
mad police chases and a killer corkscrew Jump finale that’s 
right out of The Man With The Golden Gun. 

Then It’s off to the Orient and a Job on the John Woo- 
Insplred action-thriller 'Blood Oath' - complete with 
helicopter versus Tuk-Tuk roof-top stunts and desperate 
chases through the twisting narrow backstreets of Hong 
Kong From here, Hollywood comes-a-calllng and you’re 
signed up to do the dangerous driving on a Clancy-esque 
thriller called ’Conspiracy’. Set around a secret base in the 
Alps, you'll perform fast and furious snowmobile chases 
across the slopes and even through hotels The scenery 
may be Icy, but the action’s red hot 

Film number five Is the Indiana Jones-alike ‘Scarab of 
Lost Souls', which lets you loose In tanks and Jeeps Finally, 
It’s on to Monaco for 'Live Twice for Tomorrow’ - the Bond- 
styled finale. At this point you’ve done everything that’s been 
asked of you and you should be up to the challenge of the 
winding mountain roads, stolen stealth fighters and turbo¬ 
charged sports cars. 

Just as each stunt sequence ends with a glossy TV-style 
replay, each of the six movies ends with a cinematic trailer, 
splicing together your best stunt work with pre-rendered 
character cut-scenes. It’s your reward for stylish driving and 
perfect timing 

KEEPING IT REAL 

To create the optimum level of realism In Stuntman, 
Reflections sought out the keen eye and technical mind of 
stunt legend Vic Armstrong Armstrong appears In the 
Guinness Book Of World Records as the planet’s most 



V 




L \t>u1l have to wade pretty deep into the Stuntman sea to 
•fit hold of this beast. Believe us. all that hard work Is worth it 




//Every mechanical part and panel 
can be tom off, dented, shattered 


prolific stuntman and In his long career he’s doubled for 
James Bond and Indiana Jones, worked on the likes of 
Superman: The Movie, A Bridge Too Far and Return Of The 
Jedl, and Is currently occupied with the latest Bond movie, 
Die Another Day. This guy knows his stuff. 

Reflections brings Its extensive knowledge of damage 
modelling and car physics to the mix. All of the vehicles In 
the game have been modelled In extraordinary detail The 
cars will shred spectacularly If you zlg when you should 
have zagged. Every panel and mechanical part (Including 


the engine block] can be 
tom off. dented, shattered 
or set on fire. Wheels can 
also fell off at unfortunate 
moments and. If you dont 
drive quickly enough, you'll 
find out just what happens 

when a car hits a train head-oa watching as your vehicle 
tumbles uncontrollably, its bodywork violently stripped to 
the chassis Is one of the things that makes crashing In 
Stuntman so bloody enjoyable This attention to realism also 
extends to the handling of the vehicles from the difference 
In responsiveness between a monster truck and a TUk-Tuk. 
to the loss of traction on a dusty road and a skid on Ice In 
terms of vehicle mechanics Stuntman Is close to perfect 
As you progress In the Career mode your stunt | 

successes allow you to unlock cars and equipment for use 
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Stunt Arena and tn 
May we suggest a 


selection of 


The Steam Cannon 

This will launch your car Into the sr 
choice. Or the ground If you prefer. 


//A Stunt Constructor mode 
allows you to design your own 
outlandish stunts// 


In the Stunt Constructor 
mode. This vehicular sand¬ 
box allows you to design and 
execute your own outlandish 
stunts Set In a giant 
American arena, you can use 
the cars and the toys' you have unlocked to build giant 
ramps Evel Knleval-style car jumps or to arrange 100 
metres of smashable boxes Watch out for the steam 
cannon here lit fires cars!), the Incredible loop-the-loop track 
segments and the flaming hoops Admittedly, you cant 
stage stunts on as grand a scale as the main game does 
But the Stunt Constructor mode is a good chance to 
practise stunts with a freedom of movement that’s 
noticeably absent from the closely-controlled Career levels 
Alongside the Stunt Constructor mode, Stuntman also 
features a set of Driving Games These take place In the 
same arena and challenge you to collect spinning tokens or 
to perform feats of speed or precision over extreme 
obstacle courses They’re fun as a short practice area or as 
a place to let off some steam. They might even help you to 
hone your skills for the stunts In the main game. Both the 


Stunt Constructor and the Driving Games also add some 
welcome longevity to Stuntman - even though the main 
Career mode Is long enough (and hard enough) as It Is 

With helicopters and tanks shooting at you, and high 
speed chases during city rush hours, Stuntman has plenty 
for you to get excited about The value of filmmaking as a 
game tool Is clear In the way that a myriad of music, stunt 
and car types have been crammed Into the game. Old and 
new cars have been mixed, and scenery changed in a way 
that doesn't require ridiculous plot development Each level 
has Its own energy and a real sense of style. A brief 
documentary-style Intro to each stunt sequence by a CGI 
stuntman is educational: spelling out what elements of a 
forthcoming stunt you should look out for and how real 
stuntmen prepare for such tasks. 

You’re unlikely to steam through the levels In Stuntman 
and so this may not be a game for anyone who has a low 
tolerance for maddening frustration. In essence, you’re 
driving a series of obstacle courses until you get them 
exactly right At times, you can make a breakthrough and 
get to the end of the stunt only to mess up the finals Or 
worse still, you’ll complete the stunt only for the director to 
fall you for not being accurate enough. Stuntman's 
gameplay Is all about falling and using the knowledge 
gained In a bad run to do better next time. Progression can 
be slow. But there’s a great sense of achievement when you 
finish a sequence, receiving equipment and cars for the 
Stunt Constructor and watching the replay In breathless 
silence. Despite the repetition, the game has that all- 
important 'just one more go' feeling 

At Stuntman's heart lies an extraordinary simulation and 


Loop-The-Loop 

It’s easier than It looks, Just dont panic when you re upside 
down and can’t see where you're going. 
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The Ring Of Fire 

Always a crowd pleaser, this. Particularly good when combined 
with a big ramp. Just don't mention any curry gags. 


STUNTMAN 




Its subject matter, Its Impressive graphics and subtle sense 
of humour combine to make a hugely enjoyable game. At 
worst It can be tooth-grlndlngly frustrating At best It's 
addictive, challenging and rewarding Overall, this Is a 
refreshingly original package that really Justifies Its price tag 
■ Mark Wyatt 
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If ever there 1 
haunts such 


1. Original Levi Shop 

One of the first places to visit, the Levi 
shop actually has Its main offices In 
San Fran. 


2. KFC 

The colonel is glad you dropped in for 
a bucket but not too happy about the 
smashed windows. 


3. Pizza Hut 

Earn some extra money by delivering 
pizzas. Now that would have been a 
good idea. 


4. Fila 

Crazy Taxi shows its age here - does 
anybody still wear Fila? (Schoofly 0 
does! - Old Skool Ed) 


5. Tower Records 

Pop in and buy a better soundtrack if 
Crazy Toxfs diet of So Cal punk-llte 


begins to annoy you. 


CRRZy TRXI 


If your destination is Inspired driving thrills’ Sega’s arcade classic is the cab firm you should be calling 


Publisher: Acdabn Developer Acdaim/Sega 
JMce: £19.99 Players; 1 Out Now 

r ■ ■ ey hey ’ come on over ’ have some fun with 
pj Crazy Taxi!” Those immortal words, spoken 
l j by some over-enthused voice artiste, sum up 
what is so great about this madcap game. It’s just 
incredibly good fun. Exercising complete mastery 
over the ‘just one more go’ factor, Crazy Taxi is a 
pure gaming rush complete with OTT handling, 
vibrant visuals and a totally appropriate soundtrack 
courtesy of Blink 182 and The Offspring 

The concept is simplicity Itself: you collect passengers 
and take them where they want to go within the time 
limit. Of course, the roads are full of traffic to avoid and 
finding your way to the destinations can be tricky, despite 
the helpful green arrow. Another dimension Is added by a 
tipping system for prompt delivery and crazy driving along 
the way, as well as the colour coding system: punters have 
different colours depending on how far they want to travel 
- the further the distance the bigger the cash reward. 



time-eqi 


Set In a San Franclsco-esque city, there’s plenty of 
opportunity to pull off dangerous stunts, such as swerving 
wildly close to traffic (Crazy Through), or leaping off 
conveniently positioned ramps (Crazy Jump). After a bit of 
practice the Crazy Dash can be mastered - providing a 
hurtling speed boost which Is an essential part of your 
driving armoury If you really 
want to bring in the money. 

For the home version, 

Sega thoughtfully provided a 
Crazy Box full of Insanely 
addictive mini-games. These 
range from variations on the 
passenger deliveries to such delights as Crazy Balloon 
(pop balloons with your motor) and Crazy Bowling (use 
the taxi as an elongated bowling ball), all of which help to 
hone key driving skills that are vital for success In the 
main game. After finishing these challenges you’re 
guaranteed to keep playing them for months on end 
attempting to get ever higher scores 

To aid longevity even further a whole new city has 


been included. As with the Arcade City, this is based on 
‘Frisco but It requires a bit more practice before it can be 
mastered due to its more Intricate layout (meaning the 
directional arrow Is no longer quite so useful). But then, 
the Joy of tear-arsing around not entirely certain of where 
you’re going and constantly on the look out for new short 




cuts Is a major part of Crazy Taxfs considerable charm, 
imagine speeding down a subway tunnel playing chicken 
with an express train and you'll get the idea 

Still. Its not all sunshine and light Despite the extra 
stuff thrown In, this game won’t last forever, itou’ll play It 
loads to begin with then, because of the repetitive nature 
of the gameplay, gradually start going back to it less and 
less. But at some point In the future youTI rediscover it in 
a forgotten drawer, play It again and find yourseff unable 
to stop. This Is undiluted arcade magic and no matter 
how crazy you think your driving Is. there s always room 
to become even crazier. Taxi! ■ Rhys Mumford 


CRAZY TAXI 


Why we’d buy it Why we d leave it 
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1. You're hurtling towards an oncoming vehicle and it’s too 
late to stop! 


2. You smash Into the car and the action spins Into a 
slow-motlon replay showing the impact from a smattering of 
blood-curdling angles. 






^- CRASH CDURSE 
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3. Then you check out the Incident In Replay mode after the 
race, morbidly zooming and rotating the camera for 
maximum detail. 


GAMES 



Timer: Iff 


Time running out and a 
cavalcade of cars between 
you and the checkpoint.. 
FLOOR FT! 


BURNOUT *1 
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BURNOUT 


So youVe put GT3 on the back-burner™ Why not try Acclaim’s adrenaline-soaked, me tal-tw isting arcade 
racer for an exciting change of pace? If your opponent doesnt get you, the oncoming traffic just might! 


Publisher: Acclaim Developer: Criterion 
Price: £39.99 Players: 1-2 Out Now 

r umout gnaws at our Achilles heel, preying on 
our darkest fetishes; our love of speed, life- 
threatening danger and our peculiar 
compulsion for car crashes. The game is knuckle- 
crunchingfy fast with detailed backdrops, skiddy 
handling and hairpin-free courses conspiring to convey 
a frightening sense of raw speed. The most thrilling 
element is the eponymous Burnout. Fill your power-up 
bar by dodging traffic and hold a) to feel your eyes 
widen as the scenery flashes by in the fabulous motion 
blur that accompanies your turbo boost 

For extra danger, the streets are busily peopled with 
vans and trucks going about their business, cars tootling 
along at 50 mph and law-abiding citizens waiting at the 
lights YOu must also contend with the filthy tactics of three 
Al opponents, so you’ll have to divide your attention 
between reading the next crossroads dodging the traffic 
and making sure you aren’t shunted Into a wall. 

To progress you have to hit various checkpoints, 
Irrespective of your rivals’ position, which Is Inevitably close. 
In fact, that proximity can prove frustrating when a crash 


after a long perfect section 
sees them belting past for 
the win as you crawl back 
up to cruising speed. The 
result Is a familiar stomach- 
churning feeling for arcade 
veterans as you’re ever-pushed to produce the perfect rua 
Such dangerous driving has an obvious and Inevitable 
outcome: spectacular crashes If you missed them In real¬ 
time they’re Immediately replayed In blood-curdling slow- 
motlon showing every detail of your mangled, spinning car 
Despite the ramped-up crashes and astonishing 
physics, the name of the game Is, of course, winning races 
by avoiding cars - and ITs only when you master this that 
you truly begin to enjoy yourself. It’s then that clever details 
pile on the performance pressure, such as the Impressive 
particle effects as dust Is thrown up from dirt sections and 
vision-obscuring smoke palls from crashes 

The gameplay may be straightforward, and the 
handling deliberately basic, but Burnout Is not devoid of 
tactics When you’re toe-to-toe with a rival you can nudge 
them Into other vehicles or better still edge their car 
towards oncoming traffic Also, there’s a smattering of the 
other usual options to add variety. The Time Attack mode Is 


// Spectacular crashes are . 
replayed in slow-motion showing 
every detail of your mangled car// 

a mad rush to beat the clock through busy roads without 
opposing racers The Two-player mode sees no drop In the 
integrity of the graphics and Is often more satisfying to play 
than the main game excluding as It does the mystifying* 
similar performance of Al cars to your owa 

if it’s realism you crave - look elsewhere, if It's driving 
on the edge you're alter the line between heart-warming 
glory and heart-stopping disaster has never been thinner 
■ Lee Hall 


BURNOUT 
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^*SPY HUNTER 
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SPa HUNTER 


So let’s recap: this is a videogame based on an old videogame which, 
in itself, was a videogame interpretation of the James Bond movies-. 



'publisher:kidway Developer:Paradfcn 
J^nce £39.99 Players: M Out Now 

r ~i t sometimes seems that good ideas exist to be 
I nicked. Movies, music and games are all 
l 1 j subject to that fine tradition known variously 
as the homage, the remake or the rip-off. But just as 
original ideas don’t always set the world ablaze, 
occasionally revisiting the past can deliver something 
rather good. So it is with Spy Hunter, the spiritual 
successor to Midway's 1983 arcade legend - which 
single-handedly invented the driving shoot-‘em-up and 


therefore can be blamed 



for everything from 
WipEout Fusion (hooray!) 
to Motor Mayhem (Oops). 

NOSTRA (the gentleman’s 
club with ambitions of world 
domination and leather 
furniture) Is about to launch the Four Horsemen Of The 
Apocalypse, a quartet of death affirming satellites. Only the 
International Espionage Section can stop this diabolical 
plan and, due to staff cut backs, this bolls down to you and 
a bespoke gadget wagon known as the G-6155 Interceptor. 

Luckily your ultra-fast ride comes with upgradeable 


//Each level is designed superbly, so 
revisiting missions to improve your 
performance is never a chore// 


offensive and defensive weapons. What's more, drive the 
Interceptor Into water and It mutates Into a speedboat 
Better still, each Incarnation contains a single-seater 
escape vehicle which Is launched when the damage racks 
up. For the boat there Is an armoured Jet-Ski, while the car 
contains a mean ass motorbike. 

In practice your one big mission equals 14 route- 
based, time limited missions, divided Into primary and 
secondary objectives and set In sexy locations 
from Panama to the world famous 
canals of.. Dover. Well, this Is an 
American game. Take the Florida 
Keys-based Swamp Venom 
mission for example. Your 


primary objective Is to 
destroy a series of NOSTRA 
owned turbines polluting 
the local environment 
Secondary objectives Include 
preserving civilian life, 
electronically tagging NOSTRA 

rf T® ** PlcWn8 " p a "“"tar 
of SATCOM markets. Now throw bomb 
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-crusliine madness In Chicken Hunter. 

loading 


the Panama Canal level. 


The fowl-squishing fun takes place on- 

Not only do you have to kick the chicks, you must also look 
out for sneaky attacks by the other player. 


LOSER 

CHICKENS ELIMINATED 094 
PLAYER KILLS 09 


WINNER 

CHICKENS ELIMINATED 145 
PLAYER KILLS Ol 


239 defenceless birds killed for nothing! Don't worry, their 
steaming guts will probably be scraped off the road and made 
into kebab shop chicken nuggets. 


dropping helicopters, gun towers and depth charge spilling 
speedboats into the mix and you have a surprisingly 
modem arcade experience. 

Progressive missions are opened up only when you 
gain the requisite number of objective points and there are 
many ways to fall short Yet each level Is such a 
well-designed, tightly-coiled blast that revisiting Incomplete 
missions to improve performance Is never a chore. The 
developers have gone to great lengths to hide any linearity 
with multiple, often Ingeniously hidden, routes. Combine 
that factor with the constantly replenished threats and the 
game’s modest 14 level tally seems ample. The G-6155's 
clever controls make the juggling of guided missiles, lasers, 
electro-magnetic pulse gun and oil slicks a breeze. 

There really Is nothing else quite like Spy Hunter out 
there. True, It could be longer, but the quality of the 
experience Is such that It's hard to find fault This Is arcade 
action as It's supposed to be. Fast, challenging and deeply 
addictive. A bit like a certain coln-op classic from way back 
when.. ■ Paul Fitzpatrick 


SPY HUNTER 


Why we’d buy it 

- It's adrenaline-spiked fun 
-tougetto blow tilings up! 
•Mmm. chicken Hunter 

Why we’d leave it l~ 

•ton can only do one 1 010 

thing at a time 1X1 

-ifou dont 'do' retro 
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Kill all your .—. . , , 

opponents and win j BUN ITIETRL BLRCK 

Complicated, it isn't. ’ „ . J 1-1 11 — 1 x 

TWisted Metal: Black boasts more than enough weaponry 
to satisfy even the most extreme psycho. Here are a few 
of our favourites. 


* 


Gas Can Rico 

It’s a gas can. Only you propel This razer-sharp disc can be 
it at speed towards your bounced off scenery. The 

enemy. As painful as It more It bounces, the more 

sounds. damage it does 


I *11 



TWISTED mETRL: 
BLRCK 


There’s been a nuclear war, so what do the survivors do? Drive 
around killing each other of course... 

Publisher: SCEE Developer: Incog Inc 
J^rtce: £39.99 Players: 1-4 Out Now 

r __ TII things considered, a teenager growing up in 
H the Eighties had it pretty damn bad. Some 
l j would argue it was a time of great musical 

developments and a rich period in terms of popular 
culture (they’d be wrong though). But socially, and 
politically, they sucked big time. For any child of that 
decade - and it’s a fair bet that includes the majority 
of today’s game designers - the threat of nuclear war 
hung over everything. 

Heck, for every episode of The A-Team or M animal, 
there were two new dramas or documentaries or public 
information films dealing with the topic of WWIII. Threads. 

The Day After. When The Wind Blows... its little wonder that 
the constant threat of global destruction left its mark on 
the pop culture of today. 

Unfortunately, much In the same way that we’re all a bit 
blas6 about nuclear war Itself, the post-apocalyptlc 
videogame has become something of an over-used theme 
Twisted Metal: Black Is one long cliche, from its ravaged 
cityscapes, to Its Irradiated oil fields But, like the heroin 
addicted rock star; cliches can still be rather wonderful. 

The previous Twisted Metal games were great 
Admittedly, they won few awards, and annoyed many with 
their lack of pretentiousness, but as far as vehicle-based 
mayhem goes, they dont get much more mayhem-laden. 

Until now. On the most basic level, Twisted Metal: Black Is 
the same game as Its forebears The bottom line gameplay 
and structure has not changed one lota. Choosing to go for 
a quick one-off bout of combat the debilitating Endurance 
mode, or the level and vehicle-unlocking 'story 1 game, you 
simply pick your chariot select your level, and get stuck In 
with blowing merry heck out of a number of opponents 
across power-up-laden arenas of varying sizes Complicated 
brain science It alnt. What It Is however, Is a PlayStation 2 
game, and to that end while Twisted Metal: Black may do 
everything that Its predecessors did, It does them bigger 
fester and more Impressively. 

The vehicles are the usual mix of comic book excess, 
with each having Its own special attack and beat-’em-up 




Zootny 

Launches a barrage of ten missiles. One of the most 
devastating weapons in the game. 


sai Freeze 

Activating the Sat drops a Traps an adversary in a bk 
storm of missiles upon an of ice. giving you time to line- 
unsuspecting opponents up a truck-trashing attack. 


is some slow-down when playing in Spirt-screen mode a 
shame because the graphics are otherwise stunning in 
Single-player mode there’s no glitching and no pop-up 
Given the complexity of the levels, this is remarkable When 
you factor in the speed of the game ifs a near mirade 
In feet Twisted Metal: Black is so damn fast that rs 
almost to the detriment of the gameplay- Thanks to the 
_ useless radar keeping 


// TM:B does everything its 
predecessors did only bigger, 
faster and more impressively// 


Inspired special moves, In addition to the standard missiles 
and cannons. However, while its agreeable to freeze your 
opponents, catapult religious fanatics through windscreens, 
or launch missile salvos from orbiting satellites, the real joy 
is In the exploration of TM.-B's absurdly large levels 
Unlike the previous games these levels are allva The 
city stages are bristling with hapless pedestrians and rush 
hour traffic, that frequently finds itself between you and 
your target Think Crazy Taxi with bombs and whacked off 
Its nips on absinthe, and you’ll have some Idea of what to 
expect. In addition, fens of the series will be enraptured to 
hear that the scenery can still be tom up by your weapons 
or used to hinder your opponents’ progress scrap metal 
crushers, and cliff edges both play their part for the wily 
combatant Adding to this unexpected sense of strategy 
are the recharge stations With health pick-ups hard to find, 
memorising the position of these energy ports Is essentiaL 
'ibu might gather that Twisted Metal: Black Is 
somewhat essential In Multiplayer mode - and It Is Few 
PS2 games manage to match It explosion-for-explosion. 
and bitter rivalries soon develop The only disappointment 


track of an opponent is 
tricky at best And when 
you're careering around the 
levels at something akin to 
LOOO mph, it becomes 
almost imposstote. Thank 

heaven for homing missiles and lock-on machine guns 
This isn't the only downside Some of the levels are 
(deliberately) dimly lit In addition, when storms blow up 
the levels find themselves concealed behind some 
needlessly obscuring effects 
But hey. lt d be cruel to label h 
anything other than a big sack of p< 
hedonism. Its fast rs stuffed with action a 
the most addictive multiplayer romps on yt 
has managed to produce games like this n 
threat of nuclear war wasn't so bad after att 
■ Paul Rose 
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Passing Through 

An amazingly tortuous waterfall and c 
with a neck-breaking corkscrew drop, 


enhanced circuit 




-OO.l Muscle Car 


RUfTIBLE RRCIN6 


SSX with cars? Well, not quite, but EA’s utterly deranged stock car 
smash-‘em-up gets pretty damn dose... 


Takes In the docklands and a partially submerged submarine. 
There's a fantastic jump-heavy shortcut Into a warehouse. 


aO RUMBLE RACING 

Taavstf 


j p: 00:20.38 

Tr>tx\m*2dm 


flic game’s Nascar 
origins are obvious but 
the wise move to arcade 
madness is evident In 
those huge power-ups 
on the track ahead. 




•ayi 

itlLl 
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flipping cow catchers, wheel-flaming super traction, a kind 
of snowball/custard splat grenade, oil slicks, Invincibility, 
massive comedy bombs and the daddy of them all - a full 
size twister that picks up, sucks In and spits out all the 
opposition In one fell swoop. The more you play Rumble 
Racing the better It gets, until you wonder exactly what It 
was you did with your life beforehand. ■ lain White 


lip Out perfect crucial mld-alr tricks a 


. 


PiyiNS TONIGHT 

insane Rumble courses In close up... 


'publisher: Etectrorac Arts Developer: Electronic Arts 
Price: £39.99 Players: M Out Now 

r i nbefievably, this game started life as a dull 
II Nascar sim - and then it was changed. And 
L "j how. Where once there was tedium of the 
highest order, now roars a title jammed to the molars 
with improbable ramps, massive courses, groovy 
shortcuts and competitor artificial intelligence that 
borders on the psychotic. There’s also bewilderingfy 
original track design (a Roman amphitheatre rubs 
happy shoulders with the neon dockland wonderland in 
Car Go) and there’s playability afoot that begs extremes 
of back-breaking, pit-of-the-stomach-yawning stuntage. 

One minute you're trundling along In a scrawly day-glo 
cartoon car called something like Widow Maker or Sliver 
Streak, the next you're avoiding a bloody great cartoon 
bomb the size of a beachball. Boom! Suddenly you’re 
soaring bonnet over brakeplpes towards the horizon. 

Uke an antl-grav Wacky Races, charged to the piston 
rings with the laugh-out-loud elements of racers like Crazy 
Taxi, then lightly sprinkled with a fine dusting of SS)Cs 
head-over-heels mayhem, Rumble Racing pulls out all the 


arcade racing stops far harder than you'd ever expect The 
racing perspective uses a low angle to reduce the draw 
distance and as such completely negates any trace of 
pop-up, ramping up the sensation of speed to eye-watering 
levels And, yes, Two-player mode totally rocks. 

Turbo boosters are awarded for performing acrobatics 
while launching yourself skyward with no thought for safety 
using the plentiful ramps or, for a more cinematic result 
the voluminously buxom environments Charging left up a 
nearby embankment before pulling as many fancy 
death-cheating flips and twists as you can (using the left 
analogue stick and m and ml In the few seconds It takes 


to fall back to the ground, Is twice as much fun as using 
the ramps - and the real hidden joy of the game Is 
discovering and then scuttling up as many of these nooks 
and crannies as possible. Oh, that and exploring at a 
fearsome rate of knots the fantastically adventurous 
selection of short-cuts which pepper the fifteen tracks In 
the rota. 

As for the game Itself, In one-player Its the standard 
Champlonshlp/Cup affair which opens up tracks ready and 
waiting for the outrageous Two-player mode. As for the 
acrobatics, the key to 
success here lies In 
memorising which of the 
vehicles perform that triple 
salco front flip with ease 
and which ones are better 
suited to the roll, figure of 
eight combo. The 'General Lee’ bonnet-down/tallgate-up 
forward flip with a single left or right pike variant gracefully 
mixes a cocktail of style and danger, whereas doing a triple 
side roll and keeping the vehicle facing forwards Is the less 
balletic but safer option. There are, of course, a million 
maniac flips and mld-alr spins In-between and you’ll be up 
all night trying them or ducking In reflex as a competitor 
launches himself overhead In an unnecessary but 
breathtaking flurry of auto-contortlon. It's racing Jim, but 
not as we know It 

Finally, any arcade racer wouldn't be worth Its salt 
without a slew of needlessly violent power-ups. Cue car- 


//There are a million maniac flips 
and mid-air spins and you’ll be up 
all night trying them// 
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SMUGGLER’S RUN 2: HOSTILE TERRITORIES 

ts&tiBif 





P05TCRRD5 FROm 
THE FRONT 

Joy-riding, conflict zone-style. Watch out Kate Adie! 


Why we'd buy it 

- Fun-packed aclion 

- Car-drMng Irciuy 

- Down D'dirty atmosphere 




It's a topical smuggling sim taking in war-tom comers of the world. 
But do special forces really drive beach buggies? 


A swift dab of ai brings up 
a handy real-time map. 


Some missions take place at night or 
in truly godawful weather. 


SMUGGLER'S RUN 2: HOSTl£ lutWTOWES 
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'"publisher: Rockstar Games Developer: Angel Studios 
Price: £39.99 Players: 1-2 Out November 


r Tow would you like to be a sneaky, low down, 
lael good-for-nothing smuggler making a living out 
l j of other people’s misery in war-tom comers of 
the world? You would? Then Smuggler's Run 2: Hostile 
Territories is firing Exocets down your tail-pipe - taking 
the free-roaming, go-where-thou-wilt philosophy of its 
predecessor and maxing it out with bucket-loads of 
explosions, helicopters, tanks and all the other violent 
accoutrements of armed conflict 

The heavily mission-based premise of SR2 Is that 
you're an agent of an International smuggling cartel. You 
visit remote conflict-ridden areas, drive a succession of 
all-terrain vehicles over harsh environments, pick up 
contraband and get paid for It Sounds like an offer too 
good to refuse. 

In time-honoured style, vehicles are unlocked as you 
succeed at the progressively more difficult missions. Kicking 
off with an underpowered buggy of the kind you'd find 
patrolling for sheep In the Australian outback, you slowly 
get to drive around the levels In ever slicker motors, 
Including ridiculously fast quad-bikes and even an army 
half-track The driving arenas (of which there are only two) 
are still the massive affairs that featured In the first 




//You’re involved in a high-speed 
life-or-death chase where the odds 
are stacked against you// 


preventing you from succeeding In your mission, whether 
that be a simple plck-up-and-drop operation or something 
rather more complicated Involving several legs of work The 
AI of these vehicles is also sufficiently aggressive In a Driver 
kind of way (they’re always trying to ram you) to keep you 
on your toes. New features In SR2 Include droppable 
countermeasures (such as oil slicks and bombsl that you 
can use to distract pursuers, and a new rear-view mirror. 

At Its best Smuggler's 
Run 2 Is unbeatable 
fun which really sells the 
Idea that you’re Involved In 
a high-speed llfe-or-death 
chase across a foreign 
country where the odds 
are stacked against you If It has any drawbacks Its that 
the missions can become a little predictable on replay: 
enemies always start at the same places and tend to 
behave In much the same way every time The more picxy 
may also find that the missions become a little samey 
after a while. That said. SR2 Is more solid enjoyment from 
an established series, especially In Two-pla yer mode 
Anyone up for a quick booty call? ■ Steve Faragher 


*- 


■ R 

Use that radar and 
rear-view mirror 
combo to spot 
-dbjecl? and baddies. 

Qmim 


Smuggler's Run. And Its still possible to spot a mountain 
way off on the horizon and drive to It giving the player the 
feeling of total Immersion in the landscape 

These vast open spaces are populated with scores of 
enemy vehicles, all rather churlishly dedicated to 
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© CIRCUS MAXIMUS: CHARIOT WARS 
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“Ere! Tliat blokes customised his horses 
with monochrome stripes. The shit. 
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□rgjs mnximus: 

CHARIOT OJRRS 


Racing goes back in time... 27 centuries to be precise. To when 
drivers wore togas and horse power was meant literally. 


LIKE you 

Adding some r 
power-ups. Un 




c , h , t The (lames indicate that we're 
The lightning Icon means trave ||| n g at an Increased 

| we've got the opportunity t * in a humourously 

throw ou rweaPOi a J any cartoon way Howeveri the 
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The crossed swords Icon means that, (or a short period, our 
attacks are doubled in their ferocity. 


1* 


'publisher:THQ Developer:KcxfiakInteractive 
^Prlce £39.99 Players: M Out Now 

r Tew ideas are great and all too rare in 

videogames, so let’s take a moment to raise a 
l j ragged cheer to everything that’s good about 
Circus Maximus before we throw it to the lions of 
criticism. Take a racing game and cross it with a beat- 
’em-up. There. It’s that simple. But like all great ideas, 
the simplicity is its genius. Circus Maximus puts you in 
charge of a two-man slay team who’s mission it is to 
race faster and stab harder then anyone else. 

There’s an intensity to the game that’s momentarily 
brilliant As you struggle to keep your careering chariot on 
course while simultaneously launching savage attacks on 
your adjacent opponent you’ll feel a surge of unadulterated 
pleasure. The first time you cross the finish line ahead of 
your three battered and bloodied rivals, you’ll enjoy a deep 
sense of satisfaction. Sadly, like many of the courses, Its all 
downhill from there. 


ultimate arena, the Circus Maximus of the tide. Winning 
races Is simply a matter of crossing the finishing line first a 
goal that is best achieved by reducing your opponent’s 
hit-points to zero by smacking them or forcing them off 
the road (they do respawn, but lose time doing so). The 
courses are bumpy, cross-country affairs littered with 
obstacles (look out for that falling menhlri) and short-cuts 
that reward repeated play by unveiling their secrets. Forget 
Colin McRae - If you're after extreme rallying action, it 
doesn't get much tougher than this. 

However, Circus Maximus Is deeply flawed. It’s one of 
those games that gets worse the further you progress. On 
the early courses you can forgive some of the game’s less 
polished aspects because the racetracks are basic, driving 
your chariot while fighting Is a doddle, and you can Just sit 
back and concentrate on the excitement and the blood. 

As you progress, though, you will be expected to 
sharpen up your driving skills; there are cliff edges to avoid, 
Jumps to make and many more obstacles to dodge. While 



The shield power-up provides White-coloured power-ups are 
us with double our defensive health revivers. Just the thing 
power for a short period of If you've recently been 
time. Nice. Involved In a four-chariot pile- 

up on the Emmus Oneus. 



The game’s structure Is 
familiar. Win races, collect 
prize money and unlock 
more courses from the 19 on 
offer until you reach the 


£ 


//You struggle to keep your chariot 
on course while launching savage 
attacks on your opponents// 



an Increasing difficulty level Is a good thing In theory, In 
this case its tedious because the game becomes 
increasingly stop-start And the fighting never really 
progresses beyond button-mangling either. 

Circus Maximus will have you hurling your Joypad 
across the room In frustration. What started out as an 
original spin on a genre, soon begins to look thin on Ideas. 
While the odd deathmatch Is thrown In (where the last 
man standing Is the winner) the gameplay fails to develop, 
and after the Initial thrill there's only so much sub-standard 
racing you’ll want to experience. ■ Steve Faragher 
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RIDGE RRCER V 


The fifth instalment in Namco’s stylishly dressed series manages to both delight and disappoint 



'Publisher:SCEE Developer:Namco 
JTIce: £19.99 Players: lr2 Out Now 

r “I Irst the good news. Ridge Racer V is fast Very 
k* fast It also looks great (most of the time) and it 
l 9 j handles in an incredibly exciting fashion. It's 
probably exactly what you want from an arcade racing 
game. Like its predecessors before it, Ridge Racer Vis 
a clinical arcade powerslide machine. 

And satlsfylngly, while other sheep-like developers drone 
‘realism, realism, realism’ as they write their perfectly 
authentic, perfectly soulless driving games, Namco has 
gone right back to Ridge Racer handling basics Forget 
physics - this Is about skilfully using the brake and 
accelerator to pull off mesmerising slides and spins that 
simply do not exist In the real world. Even the concessions 
to realism - the Improved Al which sees overtaken 
opponents lurking In your slipstream, and the gorgeous 


visual effects (sparks off the chassis, glowing trails off the 
brake lights) are there merely to enhance the arcade thrills 
Ridge Racer V doesn’t want to be Gran Turlsmo. 

But this Is a flawed diamond, and the key problem Is 
the lack of Innovation. It seems Namco Is so keen on 
previous classic Ridge Racer Type 4, that the development 
team has re-used the old game’s handling model, and re¬ 
used Its structure. Once again, cars, upgrades and tracks 
are unlocked by your performance In Increasingly more 
challenging championships This worked wonderfully In 
Type 4, but surely Its big brother on PS2 should have been 
slightly more original - or at least expanded on a 
well-worn set-up? 

And then there are the borders Inch-wide black bars at 
the top and bottom of the screen - the heart-sinking sign of 
a rushed PAL conversion. This sense of haste Is evident 
throughout the game. Jagged lines afflict every scenic line, a 
typical feature of early PS2 titles where anti-aliasing has 



been a problem. Plus, the shoddy two-player mode shrouds 
everything In a thick fog The focus Is the one-player mode, 
of course, but It's a disappointment nonetheless 

All of which leaves us with a fun arcade racer that Is let 
down by overly high expectations The feet Is this Is still 
one of the best handling best-looking driving games 
around, but Its not the giant leap forward we were hoping 
for Ridge Racer V Is ndt great Its not life altering Its just 
plain, old-fashioned 'quite good'. ■ Dan Griffiths 


FUDGE RACER V 


Why we’d buy it 

Why we’d leave it 

- Sense of genuine speed 

- Bad PAL conversion 1 1 

-Superb handling 

- Fogging in two-player l/J / 

- Easy to pick up and play 

- Some jagged edges |j 
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TD OVERDRIVE 


Live out your Vin Deisel fantasies in this The Fast And The Furious inspired illegal race romp. 



Publisher: tnfogrames Developer. The Pitbull Syndicate 
, Price: £39.99 Players: 1-2 Out: Now 

r n he latest in the enduring Test Drive series 
T which made regular appearances on PC and 
l 1 PSone, Overdrive screams arcade so loudly It’s 
a surprise the game doesn’t come with a flat-packed 
teak cabinet and slot to shove coins in. Taking illegal 
street racing for moolah and pink slips as its theme, 
Overdrive is the chunky aftermath of a pile-up between 
Driver, The Fa st And The Furious and a Discovery 
Channel documentary on muscle cars 

Aside from the usual suspects of Quick Race, Single 
Race and Two-player modes (which Is great fast-paced fun, 
Incidentally!, the game's throbbing engine block Is the 
Underground story mode. It’s here that you get Initiated Into 


an illegal racing society that will, victory and traffic cops 
permitting take you from the Bu///tt-flavoured streets of San 
Francisco to Tokyo, London and Monaco - all filled with 
familiar landmarks and made more beautiful by some lovely 
sunset effects Tracks are linear and In the case of the 
throwaway Drag Race showdowns short and very, very 
straight The cars are a stirring bunch with Motor City USA 
throwing up the petrol-guzzling stars of the game Once 
you’ve snagged first In the boat-llke '67 Pontiac GTO or the 
'69 Chewy Camaro (both of which float about on the road 
like particularly fast tug boats), It’s hard to get worked up by 
the sterile lines of a Nissan Skyline or Lotus Esprit 

Al Is well-tuned and the cars’ handling Is challenglngly 
twltchy at high speeds If It wasn't for the camera angle 
making It tricky to read the lay of the track on occasion, 
and Inconsistency so far as collisions are concerned (you 


can shunt vans away like infiatables while slender roadside 
saplings will stop you dead) this would be a great 
sometimes very good-looking arcade racer with an eye on 
the Ridge Racer V/Bumout market As It stands Its good 
fun and well worth a, ahem, test drive. Knowing the 
fecundity of this franchise, a superior follow-up will be along 
soon, anyway. ■ Paul Fitzpatrick 
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Simulation mode requires you to race s 

all the tracks without any nrtro assistance. 


'Publisher:Midway Developer.Midway 
Price £39.99 Players 1-2 Out Now 

r -iou can almost hear the developers 

a brainstorming at Midway: “Those cars look a 
bit plain - let’s slap some flames blowing out 
the back of ’em!" “Great idea, Hank! But I think the 
handling is a bit too realistic as well, make them rteer 
like jet-fuelled hot rods on rails!" Hydro Plunder, Arctic 
Thunder, San Rrmcisco Rush 2049 - all of them reflect 
Midway's idiosyncratic racing philosophy and for pure, 
unadulterated, arcade fun it’s hard to fault them. 

CART Fury has somewhat loftier aspirations, though. 
Realism rears Its sober head In the form of official CART 
drivers, and genuine tracks such as Long Beach are 
Included among the 17 circuits, tou can also choose 
between four different driving levels, from Amateur to Expert 
(the latter even requires manual gear changing). In Arcade 


Crashing into the back 
of an ambulance? You 
never see Schumacher 
doing that. 


mode there’s little to differentiate these driving levels and 
no discernible contrast in the handling of the cars. As Its 
name su^ tire Simulation mode does offer a bit more 
realism: allowing you to tweak tyres, nose 
suspension to suit your driving style and the spec tra 
conditions. But the vehicles still retain their arcaded, 

Its basically lust more of the same without the turbos 
Despite Its no-doubt expensive licence, arcade action 
what CART Fury is really about Flying off the stai J n 2 grt , 

Its a case of hitting the nltro, dodging the flying debris from 
spectacular crashes and keeping that pedal to the metal 
until you catch the leader. Sadly, the Al of the computer 
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Sadly, that crazy rocket 
car ain’t as fast as it looks. 


enabling you and a mate to partake In single races, a full 
season o? battle it out In the mini-games As a simulation 
this is a world away from the realism of Formula One 
games but It does provide an entertaining slicei of^arcade 
racing action. At least for a while. ■ Adnan Uwton 

CART FURY CHAMPIONSHIP RACING _, 


drivers Is annt,,.«„ . 

ease only for the swines to come back seconds later, 
Irrespective of whether you’re driving like Mr Schumacher or 
Mr Magoo. Using the short-cuts keeps you ahead of the 
pack but the automatic catch-up Is still Infuriating 

While CART Fury holds true to Midway’s usual formula of 


Why we’d buy it 

- Bang-on arcade thrills 
-loads of tracks and can 
-Ace two-player mode 


Why we’d leave it TZ— 

-Annoying opponent Al Wj 

-There are better racing ■# 

games to choose from | ^ 


DOWNFORCE 


Hey, it’s de-regulated Formula One racing on steroids. Want to take a spin? 
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Okay, so lens glare 
isn’t exactly a new 


* l_J 

effect but it doesn’t 



get any less purdy 



now, does it? 

J A. 
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Publisher: Virgin Interactive Developer: Smartdog 
L Prtce £39.99 Players: t2 Out Now _j 

r t ownforce is as straightforward as racing 
Q games come. Befitting its arcade leanings, the 
l j cars are stylised monsters of kinetic 
aggression, each piloted by a comic book national 
stereotype in leathers, and the courses are tightly 
wound urban affairs created with speed and tactical 
braking in mind. It Is, in most respects, just like any 
arcade racer you’d care to name. And while this Isn’t a 
bad thing neither is it a recipe for memorable racing 
The game's premise Is simple. With FI losing Its 
audience through boredom, a handful of drivers create a 
breakaway league with the aim of bringing a more exciting 
de-regulated version of the sport to the yawning masses. 


The resulting races are pared-down sprints to the finish line 
against nine opponents, without a pit stop or tuning session 
In sight There are eight locations from Las Vegas to Sydney 
and each of these boasts a trio of Increasingly taxing tracks. 

How you get to know these tracks Is up to you. Tbu can 
check out their form In Free Ride mode or plough straight 
Into the two main single-player options. Championship 
offers a linear route through the Beginner, Intermediate and 
Expert tracks, giving points for places and the cup to the 
driver with the most at the end of the season. Trophy mode 
Is essentially a single race option and there are also Time 
Attack and Time Trial modes. Then there's the two-player 
modes which are good fun, but without Al drivers to flesh 
out circuits It all gets a bit monotonous after a while. 

Downforce handles as any good arcade racer should. 
Steering Is forgiving enough to be Instantly enjoyable but 


with Just the right amount of unpredictability to keep you 
on your toes. The graphics are fine when racing and 
spectacular when you crash. You’d never see mechanical 
carnage like this In a licensed FI game. All In all, 
Downforce Is not unlike a summer blockbuster at the 
multiplex It’s well produced, fun while It lasts, but 
ultimately It falls to stir the soul. ■ Paul Fitzpatrick 
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Publisher: Virgin Interactive Developer: Kuju Interactive Price: £39.99 Players: 1^2 Out Now 


TG DRRE DEVIL 


Race around the streets of Rome, London, Tokyo 
and San Francisco... and collect coins? 

Publisher: Kemco Developer Papaya Studios Price: £39.99 Players V2 Out Now 


r t hether you’re the type to drool 
| | | at the sight of fast shiny cars or 
l j not, you will know that the 
name Lotus is synonymous with pure 
class and raw pace. It’s no surprise, 
then, that this symbol of motoring 
elegance is being represented in a game 
of its own. Virgin has scooped the 
licence for Lotus Challenge and with it 
the rights to reproduce all the 
company’s dream machines. A sure-fire 
winner then? Or so you’d think. 

Sadly, the game Is a non-starter. In fact, 
It stinks more than a dodgy catalytic 
converter on a hot day. Why? Lotus 
Challenge Is so painfully slow that It feels 
more like a Sunday driving slm than a high- 
octane thrill. The first championship throws 
you behind the wheel of a classic Lotus 
Seven SI In the English countryside with a 
beautiful undulating track but the pace Is 
utterly pedestrian. Next stop London, and 
while the view of Buckingham Palace Is 
Impressive, who wants to trudge along so 
slowly they can see what colour mixer the 
Queen’s slipping In her afternoon gin? 

Even when you move on to the 
modem, YasteT cars the sense of speed 
doesn’t Improve. The handling Is bizarre too, 
the cars turn like milk floats and you'll need 
to dab the handbrake to get around most 
comers. Worse still, the absence of a road 
map means you're totally unaware of your 
rivals’ locations. 


Stunt and Challenge modes have been 
chucked In to add variety. Some of the 
Ideas are pretty good - drive a woman in 
labour to hospital or perform Hollywood 
stunts, for Instance - but the handling is 
still poor, the crash physics are terrible and 
the race against time feels more like a 
turtle’s morning jog When you undertake 
the manoeuvres test to unlock the stunt 
challenges you have to use manual gears. 
Reaching 70mph, spinning 180’, shifting 
down the gears and driving backwards 
without dropping below 60mph is both 
tricky and unrewarding And If the manual 
gears prove awkward, the normal controls 
aren't much better. The automatic gear 
system works much like that of bus 
climbing a steep hill, complete with that 
Irritating whir of wasted power 
With the two-player mode proving 
equally uninspiring It leaves the bonus 
events In which you undertake varied 
challenges as the only glimmers of fun 
here. But Its Just not enough to rescue the 
game. Assuming the developers’ hands 
were tied by Lotus (which Is often the case 
when Image-conscious car manufacturers 
dish out licences), gamers would be far 
better served with lookallke unofficial 
motors that handled well. If you want the 
real thing check out www.lotuscars.com. 
But if It’s real gaming fun you’re after, buy 
Burnout Instead. There’s no challenge here. 
■ Lee Hall 


i hen Gran Hirisrno burst onto 
II the scene, revolutionising the 
racing genre with its incredible 
depth and RPG-esque progression 
system, virtually every other circuit racer 
was made to seem a bit weiL pointless 
in comparison. The happy outcome of 
this was a race to do something different 
with driving games. From the mission 
structure of Driver to the fare-coilecting 
madness of Crazy Taxi there has been a 
welcome broadening of horizons when 
it comes to getting behind the wheel 
and flooring the accelerator. 

Continuing this trend is TG Dare Devil, 
where the objective is not to beat a bunch 
of cars to the finish line but to bomb 
around cities collecting coins Sounds 
bizarre, but there Is an explanation for It - 
kind of. As a member of the underground 
racing club, Dare Devil, you have to prove 
your mettle by picking up DD coins while 
motoring around like Stevie Wonder. 

Driving with one eye on the road and 
one on the map displaying the coins It’s 
quite compelling stuff as you throw caution 
to the wind, crashing Into any vehicle daft 


enough to get in your way and smashing 
through shops and bus stops in search of 
those precious coins To stand any chance 
of completing the missions it’s absolutely 
vital to pick up the nitio boosts and time 
bonuses scattered around. And, initially at 
least, you’ll be on the edge of your seat as 
the dock counts down and there’s just one 
final coin to find before time runs out 
However, by the fifth or sixth mission 
the game’s flaws become all too evident 
Objectives range from collecting 20 coins to 
collecting erm, 25 coins and while this 
would make a decent bonus challenge, as 
the entire basis of the game there simply 
Isnt enough variety to encourage extended 
play. To make matters worse, the actual 
gameplay is spoiled by shopping trolley 
handling and a frame rate that slows you to 
a mere crawl at some points 
7G Dare Devil deserves praise for 
attempting something different and It 
would be churlish to dislike such a fun 
premise. But when the fun begins to wane 
after an hour or two, It’s impossible to 
justify parting with 40 notes for this game, 
let alone 40 DD coins, ■ Lee Hart 
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LOTUS CHALLENGE/TG DARE DEVIL aQ 
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Think Lotus. Think Esprit Think Elise. Think speed, 
power, style, class, finesse. Think again... 


The only way to be 
victorious is by shunting 
other cars off the track. 


LOTUS 

CHRLLENGE 
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SELECTION 

criteria 


featured In this top ton? Simple, 
Se judged them on the following 
eight factors: 

1. TOP speed 

2. Handling 

4. Quality of the game In which 
the vehicle appears 

5. innovation 

7. UkoWwod of burning a big hole 
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WORDS: KEITH STUART/ILLUSTRATION: NICK DAVIES 
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y At first glance, this cute little runabout 
■■ (unveiled at the 2001 Tokyo Motor Show) 
looks like a hl-tech public toilet When I sat 
behind the steering wheel, I didn’t know 
| whether to hit the accelerator or pull my 
stone-washed jeans down and relax with a 
copy of The Sun. Luckily, I chose the former. 
Handling-wise this Is no Porsche 911 - the Pod 
moves slower than a scenic cable car and comers 
like an OAP electric shopping buggy. But If you're 
after a cross between a hatchback and a 
Tamagotchi pet this Is the pup for you. The LED 
face' display on the front Is capable of showing up 
to ten different emotions (brake too sharply and It 
gets cross, wash It or re-fuel and It beams like a 
sandboy), and the radio antenna on the back 
waggles to thank other drivers for giving way. 
Sometimes It even suggests corrections to your 
driving style based on expert data stored In Its 
memory bank However, If It did that to me ■■ 
I’d have to drive the bastard off a cliff. 7 7 


Engine: S-4 DOHC 16 
valve, four cylinder 
BHP. n/a 
RPM: n/a 

Top speed: 90mph lest) 


GAME: CRAZY TAXI 




CONVERTIBLE 


Engine: 7.7 litre 

V8 engine 
BHP: 220-375 
RPM: 4400 
Tbp speed: 120mph (esti 


W 


From the dirt tracks of Tatooine to the boiling Tarmac 
of Monaco we’ve scoured the universe for the hottest 
videogame motors. Strap yourself in tight, we’re going 
from 0-10 sexy vehicles in eight pages! 



aclng gabies Onof .they were about as raunchy as A 
| Wlddecombe Injbtpants. Blocky little sprites barely” *- • 
recognisable afvehlcles, trundling slowly down long eqjpjSr M 
roads. But that was the past. PS2 and Its grumbling monger <jM 
i a graphics engine can spit out cars that look, sound and handle 
exactly like the real things Artists now use over 13000 polys to construct a 1 
single model. Environment mapping means reflections of the roadside are j 
beamed onto the chassis surface. And these days there’s enough lens flare to 
give Marilyn Manson a suntan. Here are the very best examples of automotive 
pleasure, plucked from the cream of PS2’s driving stock If you're not aroused 
by now, buy a one way ticket to Bangkok and start cruising for middle-aged I 
businessmen - you’re a ladyboyl 
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7^/ Take an everyday sP°>“ rv^e 911 - 

fifes-"Kssiits*”" 
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puppy and the handling’s looser Jan a tart’s 
morals Take a comer too fast In this beast 
and you’ll spin out like an Ice skater pissed 
r on turps Respect It and you’ll glide through 
with the grace of a gymnast 24 hours. 

24 minutes will have most men 

reaching for the m 




GTZ The street version Is 


Look at these Porsches. They're dancing 
Dancing like big metal dancing monkeys 
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Engine: 3600cc, Hat-six, 
twin turbo, Inter-cooled 
BHP: 650 
RPM: 6-6500 
Top speed: 200mph 


Engine: V-4 500cc 
TWo-stroke engine 
BHP: 180 
Weight 130kg 
Top speed: 200mph+ 
(depending on gearing) 


//Rocketing under Donlngton's famous 
■H Dunlop bridge at 180mph Is a liberating 
experience, but unless you want to be liberated 
from the bike Itself, you’ll need to respect Suzukl’s 
classy Moto GP competitor. Comer too fast and the 
back wheel will start to slide like Eric Clapton's 
fingers across a fretboard, sending amateurs 
spinning off the Tarmac time and time again. Once 
mastered however, riders will find the RGV-r a 
smooth and receptive partner with super sharp 
braking and cool good looks. It may not be the 
fastest bike In Moto GP 2, but get It up to 
top speed and the engine Is the loudest 
thing heard at Donlngton since Motorhead 
played the Monsters Of Rock festival. Okay, 
so Suzuki has recently upgraded to the 
brand new ultra-compact, ultra-efficient 
990cc four stroke XREO engine, but for most 
the RGV-r will more than satisfy those urges to get 
something hot and powerful between your legs. 

And, let’s face It we all have those urges ■■ 

from time to time. JJ 
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GAME: FI 2002 


F2002 


'Jw INPIIinula Onesbason has been a 

■ ■ predictable affa^po far, with 
Schumach^pwverlnMhead of his rivals like 
Rommel cheerfully laflng waste to the Egyptian 
front In his Panzer. Partly this Is down to the driver 
himself: perhaps the most technically proficient FI 
competitor In the modem era. But credit must 
also go to the new Ferrari car, with Its Improved 
aerodynamic efficiency, lower centre of gravity and 
revised 051 engine - a mechanical marvel so 
powerful and reliable It could quite conceivably 
jettison Usa Riley Into orbit If attached to a 
suitable space craft I clamber In, Jam the 
accelerator and discover that the driving model Is 
exactly what you’d expect from an FI car: 
arse-puckering acceleration, bowel-loosening top 


h ow 4^feiwffcvafe?rr woatfrrt spewpybu for 

two weeks Accelerating iff Monza’s extended 
Curve del Serragllo straight the engine 
squeals like a stuck pig while lesser FI cars 
gradually disappear In the wing mirrors 
However, If you fell to slow down and take 
the mathematically precise racing line on a V 
comer; you’ll be off the track making friends < 
with the crash barriers in a matter of seconds 
But that friends is the cruel, exciting give and 
take adventure that Is FI She's a cruel mistress 
and the only way to experience her Is In a sleek 
red car with a black pony on the badge - Its mane 

as long and lustrous as David Shit he's ■ ■ 

chipped me from 30 yards' Seaman's hair r W ^ 


Engine: 3000 Ferrari 
Hype 051), V10 


RPM: 18000 (est) 
Top speed: 220mph 


ggMMMMMMMMMMKMMMMWMM 

//“It could quite conceivably jettison 
I tea Riley into orbit if attached to a 
suitable space craft'’// 
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Pod racing: marginally more dangerous 
than cycling through London. 
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GAME: WIPEOUT FUSION 
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_ J launcher, 25mm cannon 
and 15mm machine guns spurting 
out 800 rounds a minute, the 
G-6155 interceptor Is more heavily 
armed than Iraq, and twice as dangerous 
The original 1983 version of this cw P rot0 W e wa 
apparently modelled on the stocky Chevrolet 
Camaro Z28, but the latest PS2 rendition Is so 
sleek and streamlined It's more like some W d of 
futuristic, turbo-charged marital aid. The G-6155 
has also got more tricks up Its sleeves than a 
Labour spin doctor. Drive It Into the drink and \m 
transform Into a speedboat, and If that takes too 
much damage you can escape on a Jet sW 
much more Impressive than the standard akbag 
feature. On top of all that, this sleek spymobltetan 
do 0-60mph In 23 seconds Makes James Bond s 
BMW Z3 about as desirable as a caramel 
1 brown Austin Allegro. 


GAME: 


Z28 


Engine: Tlirbine 
BHP: Classified 
RPM: Classified 
Top speed: Classified 


I IF 


Engine Technology: 
QuadDrive using 
Overhead Thrust 
Refractors Surface 
Stabiliser HFS-T 
Push-Pull stabiliser 
Braking System: G9 
Air-Excluder with 
Retro-G Balancer 
Weapons Control: Viper 
WC-001 by Viper Military 
Controls 

Shield Control: Viper 
SC-003 with Quanverse 
Factoriser by Viper 
Top speed: 1114kph 




y y Apparently, young Skywalker 
■■ salvaged the engines for this 
monster from Junk yard owner Watto, who 
thought they were too knackered to ever 
use again. The Ignoramus. Jam-packed 
with custom components, this pod Is 
really the jet craft equivalent of a modded 
Escort with Cossle parts It handles as 
you'd expect - like sitting in an 
armchair then towing It 


//“Ybu rocket toward them and do 
masses of damage on impact - like 
a jet craft version of Roy Keane"// 


behind two exocet missiles Cornering is 
surprisingly smooth, though, and you can 
rotate the thing ninety degrees to get 
through those narrow gaps In the traffic, 
or precarious Tatoolne rock formations 
Best of all, If travelling at a few hundred 
miles an hour Just Isnt enough, hit the 
booster button and you're going so 
fast you can almost ■■ 
HfiHAa overtake vourselfi ” 
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Engine: Two modified 
Radon-Ulzer 620C racing 
engines 

Fuel system: Proprietary 

fuel atomiser 

Top speed: 947kph 


courage of an adulterous stripper at a Taliban 
prayer meeting And If you want to make It 
through the loops swoops and multiple humps 
thrown out by courses like Alca Vexus you'll also 
need the stomach of a curry-swilling navvy. 

Weapon-wise, It comes with one of the best 
ever built into a hovering race craft Despite 
sounding like some kind of deluxe dildo, The 
penetrator actually turns your Piranha into a huge 
missile, so when you target an enemy and hit the 
button, you rocket toward them at hyperspace 
speeds and do masses of damage on Impact 
like a Jet craft version of Roy Keane This can also 
be used as a handy extra booster. If you ■■ 
feel that mookph Isn’t quite fast enough, r r 


¥// This brand spanking new addition to the 
' ■■ Anti-Gravity Racing Federation’s F-9000 
Championship Is so dangerous, you could be 
Involved In a terminal crash Just by THINKING 
about dabbing the accelerator and 
I pulling off from the starting line Quite 
J rightly, the Piranha Is the last craft you 
f open-up In WIpEout Fusion. It’s 
^Impossibly, irresponsibly, stupidly fast With 
J acceleration measuring 0-250mph In 1.8 
r seconds, piloting It Is like sitting on a bullet 
and being shot out of a Magnum 44. If you 
want to comer or overtake without slamming Into 
a wall at twice the speed of light, you’ll need the 
reflexes of a tenth dan kung fu master and the _ 
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//“This is obviously a car that 
enjoys driving. It roars like some 
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GAME: COUN MCRAERAUX3 


WRC 2002 




GAME: GRAN TURISMO 3: A-SPEC 

ISSAN 


//“The mighty 2568cc six-cylinder 
engine provides more power than 
the Millennium Falcon”// 


Engine; 2.6-litre, six 
cylinder twin-turbo 
with Intercooler Flat-4 
cylinder engine 


Top speed: 180mph 
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r //Launched In 1992, the street version of this 

■I braying sports wagon is a favourite with 
boy racers from Essex to Encino, California, 
thanks to Its sleek masculine styling and 
sparkling gold alloys. The rally version is the 
big snarling beast of the Impreza farmyard, 
though, and has had a fair degree of success 
in the World Rally Championship since its 
introduction In late 1993 - with Colin McRae's 
1995 Championship win and Richard Bums' 
triumph in 2001 being the key achievements so 
I chose a UK circuit to test the Impreza WRC’s 
mettle and Immediately started flinging It through 
the mud and gravel with all the violent abandon 
of a rugby hooker. The handling Is deliciously 


loose and rangy, encouraging you to approach ' 

every comer as though attacking it with an axe. 
Usually the vehicle copes well, thanks to Its 
sturdy chassis and four wheel drive set-up, but 
take the piss and it’ll spin like a whirling dervish. 
Sound-wise, this is obviously a car that enjoys 
driving It roars like some kind of Star Wars space 
monster, and while accelerating you also get the 
scream of the turbo as It spurts hot speed Into 
the engine’s beckoning chamber. While not quite 
as fast as the Ford Focus or Peugeot 206, the 
Impreza Is reliable enough to get you In the top 
three every time. And It’s the best-looking rally 
car by far, a scowling Steve McQueen to ■■ 
the Focus’s bland Steve Davis. /" 


Engine: 1994cc 
Turbocharged Flat-4 
cylinder engine 
BHP: 300 
RPM: 5500 
Top speed: 185mph 


yy Nissan’s throbbing legend of a performance 
MM coupe Is the ultimate Gran Turismo motor, 
and famously the car that GT creator Kazunori 
Tbmauchi crashed while working on the original 
title. For that game, Polyphony began Its Skyline 
love affair with the old 1989 GTT? R32, the model 
that marked the rebirth of the GTF line, first 

Introduced by Nissan back In 1969. For G73, 
gar the team moved ahead a decade to tackle 
KR the seductive 1999 R34. In this latest 
Wf model, the mighty 2568cc six-cylinder 
V engine provides more power and 
F acceleration than the Millennium Falcon, and 
yet the state-of-the-art four wheel drive and 
suspension systems give It the supernatural 
composure of a bomb disposal expert Take It for 
a jaunt round the Deep Forest circuit and you’ll 


what I meaa From the start line you can hit 

62mph In 52 seconds while the engine growls 
beneath you like a homy lion. On tight comers, 
the beautifully balanced R34 grips the road as 
though fastened by Velcro - or that marvellous 
tape Hollywood actresses use to bind their boobs 
Into non-existent designer dresses 
Obviously, the GTK R34 Is 
behold. More aggressive than Its predecessors this 
Is no coy little sports kitten. Its got a curvler front 
than Jordan, and Its double flap spoiler and 
trademark recessed circular tall lights mean the 
Skyline rivals Kylle for rear of the year Indeed, any 
time you fancy a hot-blooded cruise through the 
sun-dappled forests of Trial Mountain, there's 
really only one partner to go for The big ■ ■ 

purring sexpot that Is the Skyline GTR r w 


fjr 
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The Skyline is! 

50 hot. sexy and athletic it s 

like driving Anna Koumikova. Nnnnggggh! 
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P 76 ATV OFFROAD 


P 77 WILD WILD RACING 


crown. 


Based on the real-life trans-continental motoring event. 


WORLD RRLLU 
CHRmPIONSHIP 


P 77 4X4 EVOLLmON 
P 78 PRO RALLY 2002 
P 78 PARIS DAKAR RALLY 


Go sight-seeing around Africa while trying to 


^8 WORLD RALLY CHAMPIONSHIP ^ * 

lasuiau ' 


Tommi Makinen in the Mitsubishi Lancer Evo gets to 
grips with Monte Carlo’s mountainous terrain. 




P 74 RALLY CHAMPIONSHIP 


P 75 GLOBAL TOURING CHALLENGE 
P 76 TEST DRIVE OFFROAD 


WORLD RALLY CHAMPIONSHIP aQ 

urnaiT 


When it’s only you, your co-driver and the dirt track, you’ll need to 
muster every ounce of driving skill to punch in the best time. 


P 68 WORLD RALLY CHAMPIONSHIP 
P 70 V-RALLY 3 


Publisher SCEE Developer: Evolution Studios 
Price: £19.99 Players: 1-2 Out Now 


A popular feature of the real-life World Rally Championship 
are the special stages and the purpose-built super special 
stages where two drivers race head-to-head, either on the 
same track or on dual-circuit tracks to get the best times 
Ten stages are available for you to race against a mate in 
WRCs split-screen Multiplayer mode. These special stages 
are based in Monte Carlo. Argentina, Safari, Corsica and 
Italy, while the super specials are based on the actual 
famous circuits from Australia. Sweden, New Zealand 
Portugal and the UK. 

Intrigulngly, you only get to view your opponent’s 
vehicle as a ghost car with which you can't collide a 
feature Intended to allow you to view the track properly 
and concentrate on your own race. However, this docs 
. CUt 'i nd ‘ thrust elen,c,1t of h ead-to-head racing 


1 allying may not be racing in the traditional 
W first-past-the-post sense, but it’s infinitely 
more exciting than FL Rally tracks are often 
roughly carved from the landscape, full of 
imperfections and potential blackspots waiting to 
snare the unprepared or the unlucky. Every course, 
being run on radically differing surfaces in radically 
differing climates, is a completely new experience. 

World Rally Championship the game recreates this 
experience brilliantly. At the wheel, there can be no lapses 
In concentration. Even If a misjudged right-hand hairpin 
doesn’t send you hurtling off a 50 foot cliff, you’re going to 
lose vital seconds and a vital psychological advantage over 
your opponents. Mss. those CPU opponents do feel real, 
especially when Carlos Salnz - the bastard! - Is always ten 
seconds ahead. Some of the longer stages In the game 
will actually leave you shattered upon completion. Comers 
where you can simply ease off the throttle and drift 
around are rare, and most require you to fight through 
gear changes as you attempt to brake, turn and 
accelerate away. Rallying Is unforgiving that's why It's so 
draining even In game form. 

Having said that WRC does make some concessions 
Even If you launch off a precipice, you’re returned to the 
track In three seconds without so much as a popped rib. 
Vehicle damage Is probably the best ever seen In a 
videogame, with crumples smashes and scrapes all visibly 
taking their toll on your dirtying motor, but however 
crocked It Is you can always limp to the finish line 
The cars steer and manoeuvre exceptionally - as long 
as you're prepared to brake for comers - but for the full 
pant-soiling experience you should choose the In-car view. 




mm w > - 


Current World Champ Richard Bums with co-driver 
Stephen ’Boyzone’ Gately. (Not really). 


It all seems that much faster, your co-driver’s Instructions 
need to be heeded Instantly and you'll often feel a little 
more In control of your drifts 

World Rally Championship Is probably the best advert 
the sport has ever had. The full WRC licence Is used 
appropriately, with all the displays matching the FIA’s own, 
so what you see on screen closely resembles TV coverage. 
You can even use the pre-race promo video to learn from 
the way the pros attack a particular type of comer before 
applying their techniques In your own runs 

Input from the seven current rally car manufacturers 
(Ford, Subaru, Citroen, Mitsubishi, Peugeot Hyundai and 
Skoda! has been invaluable. Mau will find, with persistence, 
that the Peugeot 206 Is faster on Tarmac and the Subaru 
Impreza marginally more stable on gravel, while the Ford 
Focus (as driven by Colin McRae! Is probably the best all- 
rounder. But whereas in GT3 the cars are the stars here 
the courses are king A quick spin around the opening 
stage at Monte Carlo Immediately reveals the scope of 
Evolution’s ambition. High on a mountain top, you can see 
the track stretching Into the distance. This Is no static 
background Illusion - everything you can see exists In 3D. 
There are 14 rallies In the WRC and here each consists of 
five stages When added to multiplayer stages this makes 
for around 80 unique stages stretching over 500km end- 
to-end - a colossal achievement 

Agreed, Evolution has been able to spend time on 
fashioning Its many spectacular courses because It was 
unburdened by the need to develop Al for rival cars WRC 
cant offer you the thrill of overtaking on the final bend, but 
you’ve got to pay your money and take your choice. Do 
you want the (often transparent) Illusion of a head-to-head 
contest or the very real struggle between you and the track? 

The variety of terrain to be conquered with the same 
car, requiring strength, speed, agility and versatility, makes 
rallying arguably the ultimate motorsport World Rally 
Championship truly understands the essential dynamics of 
rallying and what makes It a more exciting and Involving 
discipline than FI or any circuit-based racer for that 
matter. Finally, the PS2 has managed to deliver a realistic 
racing game with balls ■ Sam Richards 


WORLD RALLY CHAIVPtONSHP 
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plane? 


bird? 




206 


Peugeot 


like the dappers 


going 


U-RRLLU3 


Rally games are V popular right now but does V-Ralty 3 have enough true grit to give you the best time? 


Sector* 

■■■IBB 




Publisher Infogrames Developer: Eden Studios Price: £44.99 
Players: 1-4 (each player radng in turn) Out Now 

hat do you look for when you’re playing a 
II game? Are you after a taxing challenge that 
ups the pleasure principle by making you 
sweat for victory, or is instantly accessible fun more to 
your taste? These are questions you may want to ask 
yourself before you get behind the wheel of 
Infogrames’ V-R ally 3. The respected rally franchise 
has evolved in the wake of the superbly realistic World 
Rally Championship, dispensing with the populist 
Arcade mode - a feature of the earlier titles. In its 
place, there are fewer tracks with greater graphical 
detail and an exhaustive Career mode that will, on 
occasion, feel more 9-to-5 than 95mph. But as with all 


“Ybu know, if there wasn’t so much to do it’d be great to stop here for a spot of sightseeing Oh, we’re on fire." 


Rule of thumb: try to keep all four wheels on the ground. 
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WHO'S EONNR DRIVE yOU HOITIEP Those all-important car choices in full. 

1.6 LITRE FRONT WHEEL DRIVE CHAMPIONSHIP CARS 



2.0 UTRE FOUR WHEEL DRIVE CHAMPIONSHIP CARS 

1. Peugeot 206 




Sadly, you cant 
stop for a cup of 
tea in this quaint 
English village. 


challenges, the harder the climb, the sweeter the view 
when you reach the summit, so maybe the real 
question should be, ‘how badly do you want to winr 

On the surface, rallying seems a relatively Impersonal 
form of competition - after all, you dont actually ’race’ 
anyone. At least not In the neck-to-neck, Jostling for 
position, overtaking on the last comer kind of way. But the 
fact of the matter Is that rallying Is about as personal a 
sport as you can get Think about It. Without other 
competitors on the course to blame for spin-offs, prangs 
and life-threatening cut-ups, rally driving removes the 
sporting safety net of diminished responsibility In the face 
of failure. If you don’t come first there’s nobody to blame 
but yourself. To put it another way, rallying bolls down to 
arguably the purest test of driving skill there Is. No excuses. 

With Codemasters yet to unleash Colin McRae 3.0, 
SCEE’s young buck, World Rally Championship currently 
reigns supreme on the PS2 rally scene. Part of Its success 
comes down to the obvious coup of boasting the official 


cence and all the attendant benefits this provides In 
erms of the real drivers, teams, stages and cars And 
lowever good It Is, V-Rally 3 cannot make the same claim. 

START YOUR ENGINES 

3ut if you were expecting that fact to take the air out of 
nfogrames’ radlals you’d be mistaken. Instead, the 
Jevelopers at Eden Studios have put their hearts and souls 
nto forging a Career mode to be reckoned with - an 
absorbing sometimes Infuriating journey from season to 
season and, with perseverance and skill, from 
Tianufacturer to manufacturer. 

The Career lor V-Rally) mode starts In a deceptively 
sedate manner by letting you create a driver profile from a 
set of biographical details 
ibu can even give your man 
a look of his own with a 
selection of face/halr 
somblnatlons With this 
Jone, you're then presented 
vlth a contextualised career 
oenu In the shape of an office desk complete with PC, 
falm Pilot-style PDA and a pair of files The first Is a 
scrapbook of your finest moments and the other, a more 
scientific affair charting your progress (or otherwise) 
hrough the rallying ranks 

The season starts with you as a rookie. In order to race, 
ou’re going to have to get a contract so Its off to the PC 
o check your emails for test drive offers These come with 
iseful gauges showing the team/manufacturer's current 
norale, funding reliability and so on, and depending on 
vho you try out for you’ll have a varying number of 
hances to Impress the suits In hospitality. 


True to the game’s hardcore approach to the sport the 
test drive time trials are not just a mere formality, they 
serve as a fine statement of the developer's attention to 
detail. So much for the sedate beginning Take the Citroen 
test drive for Instance The stage Is a particularly narrow 
and serpentine course weaving through tiny French villages 
and edging Impressive coastal vistas, and the time allowed 
to complete this tortuous run Is far from generous 
Then you start driving Now, nobody would claim that 
WRC handles like an arcade racer. Nevertheless It Is 
possible to keep your foot 1 on the accelerator throughout 
certain stages with only occasional taps of the brakes Not 
with V-Rally 3. Fail to respect the laws of physics and you 
will crash. Again, and again. And given the way your car 


1 //If negotiating a tight haiipm is 
tough, tiy doing it with a bent axle 
and k nackered brakes// _ 

accrues performance-debilitating damage, you really dont 
want to do that If you think negotiating a breathtaklngly 
tight hairpin at speed Is tough, try doing It with a bent axle 
and knackered brakes *s here’s a racing game where the 
outward appearance of damage really affects the handling 
Getting used to V-Rally 3s exacting handling Is a real 
challenge. But the flipside of this Is that just winning a 
contract can make you feel like youVe already driven a 
long demanding season. The ensuing 1.6 Litre Front-Wheel 
Drive championship season hops from Finland to France 
then to Great Britain and finally to Sweden. There are 
five stages to each rally and points accumulate 
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*0 V-RALLY 3 
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Visually, *e game-, 

extremely-mpressn/e 

with a massive vanet 

of distinct locations. 
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BUrnPflND GRIND 

o7 That depends on you. 

what's the damage? That a P 

Wha , of v-Rally 3 Is the way 

nnn nf the most remarkable featti s internally which 

?rri d=ma!. ■fKj.iSS Iho headlights or 

£ point where ‘ he „ car P^d even lose a wheel. But worst 
brakes may ,saving you with no choice 

SASSTK w*•»» 8S ": 


LThat looks expensive. 


5 . Built to last? Perhaps not. 


•J *^7 -** '' • 

, o ,ho rar-s 4. Four wheels good, three 

3. well at least the car's ” s0 clever . 


through the season to give you a final position on the table. 
Fall to hit a target position set by your management and 
your contract will be terminated. Make the grade and you'll 
not only be given the option to sign on for another season, 
but you’ll also be courted by other teams on the prowl for 
talent Keep Improving your performance and there’s a 2.0 
Litre Four-Wheel Drive championship to reward your efforts, 
complete with new events in Germany and Kenya. 

A GRIP ON THE COMPETITION 

Competition Is a surprisingly strategic affair Before the 
opening stage of each rally you get to adjust various 
parameters on your car And once more. V-Rally 3 tries to 
out-hardcore the opposition. You can not only customise 
tyre type and pressure, but also everything from ride height, 
suspension stiffness and gear ratios to stabilizers, brake 
balance and differentials Helpfully for tweak virgins', each 
option has a brief description of what you're on the verge 
of tampering with - If you want to, you can always settle 
with the perfectly adequate default settings Impressive but 
hardly unexpected, right? The thing Is, whichever setup you 
go for, it's going to be In place until after the second stage. 
In practice, by creating a combination of tyres, brakes and 


I- :• mi 
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other enhancements that's perfect for the opening section, 
you could end up coming unstuck If the weather has 
deteriorated or the racing surface Is different come the 
second section. Not only this, but any damage you take 
during the Initial run will be there throughout the next So It 
not only pays to drive efficiently, with an eye on your car's 
mechanical health, but It's always a good Idea to think one 
stage ahead when preparing to race. 

As with the beautifully modelled car damage, the effect 
that course design has on gameplay Is much more than 
cosmetic. Finland’s undulating loose gravel feels totally 
different to driving on Sweden's packed snow and Ice, while 
France’s predominantly dry asphalt stages provide a very 
different driving challenge to Great Britain's mulchy autumn 
leaves and soft dirt Elsewhere, graphical details add 
considerable atmosphere to events. Where applicable, dirt 
and snow accumulate very realistically on the cars' 
bodywork, and weather has been Implemented with gleeful 
stubbornness. Fog and heavy rain can make even the most 
familiar stages feel like a fresh challenge, and when the 
sun glares off the snow In Sweden, It really makes you 
thankful for your navigator's corner-by-corner commentary. 


Inevitably, V-Rally 3 Is going to be compared to WRC. 

And given the inconsistent quality of the lion’s share of PS2 
rally titles, It's a compliment to Eden Studios that such a j 
comparison can be Invited at all. V-Rally 3 Is a great game j 
and a huge step forward for the series. If there’s any 
criticism It’s that the learning curve Is Initially unforgiving to 
the point of frustration. A fact which may dissuade the 
more casual of race fans looking for a quick rally fix. 

However, this Is a game that rewards effort and 
perseverance with genuine satisfaction. Tinker with your i 
car's settings, massage it around the bends with a mixture | 
of precision and controlled Insanity and you could find 
yourself In love, and on the winner's podium. Who needs J 
the official licence, eh? ■ Paul Fitzpatrick 


V-RALLY 3 


Why we’d buy it 

- Great tracks, big challenge 

- Talk ol gear differentiate 
turns us on 

Why we’d leave It: [ 

- No split-screen modes 1 1 

-Brake pedal? What's a 
brake pedal? 

00 " 


mayStatlqn.E \JEROCT 


GAMES 
NEWS 
ASH , 
HAPPENS 

EVERY GAME / EVERY MACHINE / EVERY MINUTE / EVERY DAY 


JM THE 

IKERS OF... i _ jj _ 


PlayStation 

' M 


mfiAMEB 


tmm NQC 

PlayStation 2 SPOTTIER PlayStadon 

7 OFFICIAL MAGAZINE-UK 


PSM2 










































You’ll need to change 
tyres in the Arctic 
Championship. 


accelerator and veer Into the 
Result: Damaged exhaust 
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resulting prang was uneventful to say the least. 

Result Slightly dented door 


3. Drive into a ravine . ... . . 

ng along African dirt tracks, our co-drivers half-hearted 
Ing that a “hazard” was approaching wasnit met with the 
ble breaking action. It was more a case of 'slam down the 


Publisher: SCI Developer: Warthog Price: £39.99 
Players 1-4 Out Now 


The hotly-contested PS2 rally contest claims yet another mangled casualty. 

to take Issue with a succession of aesthetic blunders that being warned of vital components being damaged In such 

hamper any aspirations the game had of getang anywhere accidents, the performance of your car never seems to 

near the winners podium. Would a string off trackside flags deteriorate. Likewise, despite having a packed forecourt of 
_ _ really assume the same properties as a metal crash barrier 

m for release this year - among them such when you plough Into them? Would race organisers 

i—n—ac rniin attempt to make the tracks more challenging by dotting 

strategically placed parked cars on a blind bend? And 
wouldn't you lose a little speed If you hit the side of a 
bridge, Instead of ghosting through it like It wasnt even 


ith no less than eight rally games revving up 
ir release this year - among them such 
handbrake-turning heavyweights as Colin 
McRae Rally 3 and World Rally Championship 2 - 
competition for your cash is incredibly fierce and SCi's 
offroad-'em-up Rally Championship has got a battle on 
its hands to compete with 
the big boys. 

Featuring 29 officially _ . 

licensed cars, 24 varied N&bISB I gasket and was fount 

stages and a smattering of 
real-life drivers, Rally 
Championships impressive 


//After prolonged play it blew a 

* tuna out as 
eing a mere rallying also-ran// 


credentials put It up there alongside Its peers. But it's the 
game's carefree arcade nature that - while Initially 
enjoyable - eventually costs It big time In the quality 
stakes. After taking the wheel for the first time and ripping 
through a few of the well-structured courses, our thoughts 
turned to the possibility of a photo finish to separate this 
offering from the big boys - but then after prolonged play It 
blew a gasket span uncontrollably off the track and was 
thus found out as being the rallying also-ran that It really Is. 

Although never boasting of any great realism, we have 
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there? Admittedly, some of these aspects may well have 
been overlooked had we not been extra vigilant in our aim 
to determine the best rally game out there. But once you 
do notice the flaws, they soon begin to detract from what 
Is otherwise a fairly Impressive racer. 

It looks the part with a vast draw distance, well- 
textured surfaces and lots of subtle mud-splattering 
effects. Your car also suffers noticeable damage when you 
hit a hazard and lose control on an embankment to send 
It rolling down Into a neighbouring field. However, despite 


cars to choose from (you must win races and buy them), 
they all handle too similarly to warrant much 
experimentation. The only real Improvement with each 
hike In category Is the speed, and although you can tweak 
the suspension, steering and brake response, you wont 
even need to change your tyres until you're on the final 
track of the first championship - a good hour and a half 
into the game. 

Rally Championship Is a passable Introduction to the 
genre and novices would undoubtedly benefit from the 
ease of use and crisp handling But what with the throaty 
purr of McRae’s Focus echoing over the hills, serious 
drivers would be best advised to wait a little longer for the 
undisputed king to reclaim his crown. ■ Ryan Butt 


RALLY CHAMPIONSHIP 
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GLOBRL TOURING 
CHALLENGE: RFRICR 


Slam your pedal to the metal for the toughest African challenge 
since Zulu. But without people chucking spears and that. 

'publisher: Rage Developer: Rage Price-. £39.99 
Players: 1-2 Out Now 

r “I f we were to believe the majority of racing 

I games that feature Africa as one of their 
l * _i stages (often referred to simply as the Safari 
level’) you would be forgiven for thinking the continent 
is nothing but an arid, featureless dustbowL Aside 
from the odd passing zebra of course. Respect due to 
GTC: Africa, then - a touring car title that not only 
shows off the picturesque scenery of the country but 
puts it to good use within some well realised courses. 

Offering a 19-clrcult trip 
from point to point across 
Africa, and taking In levels 
based In Zambia, Egypt 
South Africa and Morocco, 

G7C shows us the continents 
landmarks as sleek Ford 

Focuses and Mdgane Coupes enjoy a Journey that dispels 
many a gaming myth. And when necessity does take the 
cars Into barren areas, Its only to show that the courses 
are not just flat straight desert roads, but that they boast 
gentle hills and tight comers every bit as tortuous as those 
found In urban locales. 

But while GTC: Africa avoids visual stereotypes, It does 
feature some overly-famlllar gameplay. Although the 
sublime handling offered by the analogue sticks allows you 
to throw the cars around In a suitably robust manner, the 
game follows a predictable route. Everything bolls down to 
speed, negating the essence of real touring car 
tournaments where getting through In one piece Is 
paramount This Is further emphasised by the short course 
lengths and a lack of visible damage to the vehicles 
Despite the cars repeatedly slde-slammlng each other and 
bouncing off walls they remain showroom clean 
throughout further distancing GTC from the sport It da^s 
to mimic - yet again the demands of car manufacturers 
have diluted the essence of a touring car contest. 

However, as a straight - If predictable - racing game. 


CHALLENGING TlfTlE 

You need never holiday in Africa after playing this game. 





1. Carthage 

These Roman remains are 
seen in Tunisia, although the 
amphitheatre may be artistic 


3. Victoria falls 

Visit one of the most 
spectacular sights of the 
natural world - then drive 
past It very quickly. 


2. Casablanca 

A dash round the romantic 
Moroccan city - you'll Just 
want to play it again, Sam. 
iSorry). 


4. The Sphinx 

Rage just couldn't resist 
winding its Egyptian track 
between the pyramids and 
Sphinx at Giza. 



//The sublime handling allows you 
to throw the cars around in a 
suitably robust manner// 


there Is nevertheless something very appealing about GTC 
This Is best demonstrated as clouds of dust obscure your 
vision as you pelt around a tight comer. At times It feels 
like Ridge Racer V In undesirable conditions, but with a 
supremely fast pace adding the kind of buzz Namco's 
game lacks. In the meantime, graphical tricks such as the 
sunlight glancing off the cars' bodywork also deflect 
attention from what Is effectively just a no-frills driving title. 
Overall. It’s hard to dislike a game that provides exciting 
racing around such lush and diverse circuits as those 
found In GTC:Africa, no matter how little It advances the 
genre. ■ Steve Merrett 


GLOBAL TOUWNG CHALLENGE: AFRICA 
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two-player option 
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r pubtlsher: Infogrames Developer: Angel Studos 

j*ce £3999 flayers K Out Now -i 

r Tufte why anyone would want to make a hobby 

□ out of offroad driving is a mystery. Not only is 
j there the constant threat of your vehicle 
tumbling onto its roof, or skidding into a bear, iTsa 
filthy way to pass the time. Just you ask any offroader 
they may be safely cocooned within their Range Rover, 
but that mud has a habit of working its way through 
the smallest crevice. Of course, the way to avoid this 
threat of injury and dirtiness is to play an offroad 
racing videogame... Like this one! 

Developed by Angel Studios, the team behind the free- 
roaming Smuggler's Run, there's a smell around Test Drive: 
Offroad It's the stench of familiarity. But nice familiarity, like 
a kindly uncle coming Into your bedroom to say goodnight 
in own his special way. 


Hera's l, Is: taking control ol some 
vehicles, rest Dike Olfmod ttitfsi^ »£» 

anywhere races where the aim Is to reach roe ne*t 
checkpoint no matter what Though you get a Free Drive 
option roe mam single-player taini Is more tlghW 
structured than smuggler's Run. It divides the races Into 

two types: thosewheiethecheckpointsare dotted 
randomly around the landscape, and those where you 
benefit from following a more linear course. 

Though the/re broken down Into the aforementioned 
races, there are only three main maps In the game: Hawaii 
Yosemlte National Park, and Moab, Utah. Suffice to say, each 
Is huge, and packed with features such as rockslldes, 
volcanoes, oncoming traffic and waves crashing against 
rocks. But large as these maps may be, there are only three 
of them, and by the time youVe completed every race you 
possibly be sick of seeing the same old hills, valleys, short 
cuts, troughs and scrubby brush. 


it fooic a hit like Smuggler's Run but benefits from ■ 
three locations. ■ Paul Rose 


TD: OFFROAD WIDE OPEN 


Why we'd buy it 

-Spectacular views 
- Entertaining go-anywhere j 

racing 

Why we’d leave it 

■ Limited to three areas 

-tlie graphics are pretty . 

j but plain j_ _| 




RTV OFFRDRD 


When quad bike racing meets anti-gravity stunt flying just about anything can happen! 


of the pack your bike noise resembles a long raspberry 
being blown through a megaphone. 

Not far beneath the muddy surface of ATV Offroad Is a 
great game trying to emerge. Sadly, the lack of a 
challenging Single-player mode and the mediocre visuals 
suggest that more time was needed on the project before 
It hurtled onto PS2. ■ Keith Stuart 


ATV OFFROAD 


Why we’d buy It 

•The circuits are good fun 
■ The physics engine Is 
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Publisher SCEE Developer Rainbow Studios 
Price £39.99 Players: tA Out Now 

T his is no racing ‘simulation’. If our planet's 
gravity worked like this we’d all be forced to 
wear moonboots lest we float into the ozone 
like stray balloons. But it doesn’t matter. ATV Offroad is 
just a game and its slightly thinned gravity (plus the fact 
that you can alter your bike’s direction mid-flight) is 
there to make rt more playable. Fair enough. 

So what you get Is a series of courses made up of big 
hills, small hills, sharp bends and horrifying drops. Every 
time you hit a decent-sized ramp, you’re off, soaring through 
the air like Elliot In ET. This brings a whole new tactical 
dimension to the racing game. When approaching a series 
of small hills, for example, simply flooring the accelerator 


and yelling 'Geronlmor Isn’t good enough. You need to build 
up the correct rhythm, hitting each ripple at exactly the 
right point to ensure a smooth ride. You'll also need to use 
the analogue stick carefully, pushing up to add height to 
your jump and pulling sharply down In order to level out 
On paper this sounds great In reality It’s a different 
story. Due to the deadly combination of mid-race accidents 
and an overty-generous catch-up system, It really doesn't 
matter what you do for most of the race as long as you get 
It together In the final straight 

The visuals aren’t quite there either. Although ATV 
features a decent range of environments, from leafy forests 
to alpine ski resorts and scorching deserts, the colours are 
drab and washed out and the background scenery Is sparse 
and desolate. This Is almost made up for by the engine 
noises which are fabulously funny. When you’re way ahead 
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WILD WILD RACING/4X4 EVOLUTION aQ 


WILD WILD RRCING 


Want to feel the wind in your hair? Hmm, how about mud, snow, rain and gravel instead? 



The sensitive handling takes a 
.fair bit of getting used to. 


There are nine fancy, 
souped-up motors to race. 


The Stunt Mode has numerous 
death-defying challenges for 


you to attempt. 


""publisher: Rage Developer: Rage 
Price £44.99 Players: 1-2 Out Now 

ffe can be hard. Oh, sometimes it’s a breeze: 
the sun is shining, you’ve got a beautiful laydee 
on your arm... But getting the good things in 
life can be a right effort and one rarely matched by the 
reward. Wild Wild Racing can be like that. As you 
negotiate its twisting offroad tracks in your mud-caked 
power buggy, you’ll often wonder if the odds aren’t 
stacked against you. It would be an understandable 
reaction, but an unfair one. Persevere, you see, and 
you’ll be rewarded by some very enjoyable racing. 
Stripped of storyline or fancy dressing, WWR saves Its 
depth for the most committed players. Hints of this first 
become clear when you see the complex web of 
Interconnected game modes It offers. The ultimate aim Is to 
claim victory In them all but It's Impossible to get far In one 


without dipping Into the others. Sure, some tracks are 
unlocked In the Championship mode, but you wont be able 
to access later ones without upgrades which are won In 
Time Attack, or new cars which are obtained In the 
Challenge mode that could be a full game In Its own right 
WWR has five tracks In total and while that may not 
sound like much, what they lack In number they make up 
for In complexity and length. Each course Is an undulating 
epic with unpredictable surfaces and - depending on the 
country - very Inclement weather. As you progress through 
the game a number of hitherto blocked sub-routes are 
opened on each course. Some of these sneaky short cuts 
are easy, others hard, but all alter the dynamics of the race; 
and with up to nine per track, variety wont be a problem. 

Keeping on them, however, could be. The nine cars, 
from the no-frills Typhoon to the very desirable Wild Wolf, 
react to every bump and surface change with a realism that 
can at times border on the joyless. On WWRs more winding 


Inclines (especially in mapless two-player mode, where 
pop-up will Insist on rearing Its foggy head), reading the 
track at anything above race-losing pace can be diabolical. 

For those with skill and dedication enough to get to 
grips with its handling, cars and tracks, Wild Wild Racing Is 
a decent purchase that will reward your time with a 
satisfying challenge. But the fact remains that for offroad 
action, there are more Instantly accessible and far more 
enjoyable games available. ■ Paul Fitzpatrick 


WILD WILD RACING 
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<X< EVOLUTION 


With an all-terrain truck, a flask of hot tea and a tired first Show reference at the ready, “let’s offroad!” 



Ipubllsher: Take 2 Developer: Terminal Reality 

^ce: £39.99 Players: lr2 Out Now _j 

r in real life those hulking great offroad motors 
I need nerves of steel and arms like Tyson to 
l * j wrestle under control. Thankfully, in 4x4 
Evolution realism has taken a back seat to playability, 
otherwise your videogame vehicle would spend most 
of the time on its roof. Behind the wheel of any one of 
the game’s range of cars you can get away with some 
death - and gravity - defying feats. But, due to a floaty 
physics engine, it actually feels more like you’re 
controlling a moon buggy than tons of polished steel 
To excel at the game’s off-road racing you’ll need to cut 
as many corners as possible while ensuring each 
checkpoint Is reached. An on-screen arrow directs you to 


each point which are best passed by taking short cuts. 
These vary from nipping across a railway bridge, climbing a 
huge hill or jumping a hidden ramp to shave seconds off 

^Theoverall arcade feel is belled by the sheer weight of 
options on offer The full-on Championship mode tempts 
you with cash prizes to Improve your car with everything 
from the aesthetically pleasing but pointless spoHers. to 
turbochangers and coolant systems all of wh,c ^ b ^ 
the tiniest bearing on your car's performance Worklngyou 
way through the leagues Is painfully slow at first. But scrimp 
together enough dough for the right parts and you stow* 
find yourself coming In first and second Instead of last The 

game’s hook is there -It's just well hidden. 

However, the wealth of options cant disguise flaws in 
the gameplay. First, there’s no rear-view mirror - “ 



fcr Keeping the opposition off ym back Seatal 
option to practise tracks beta a race - ^*tgt» ataa^ 
tricky computer opponents a 
about In the mud. dodging o 


disappointingly dull ■ Wck Moulton 


4X4 EVOLUTION 


Why we'd buy It 

- Smooth handing 


Why we’d leave it 
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RALLY2002/PARIS-DAKAR RALLY 


^OPRO RALLY2002/PAI 


PRO RALLY 2002 
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PRO RRLLU 




LAY GAMES NOW! 

INLY ON OUR EXCLUSIVE CD 


THE ONLY 

PS one .. 

^MAGAZINE 
YOU CAN 
BUY! 


ift's latest offroader- 


Best ignore that 


of hopeful 


. 


Arcade mode 
pits you against 
other drivers 
on the course. 


'"publisher Ubl Soft Developer: UN Soft 
Price £19.99 Playere: V2 Out Now 


r I emember when there were no rally & mes on 
D the market? When FI tides and the glam of 
L j CT-style racing sims were out on top whlie 

their mud-chuming cousins were yet to start their 
engines? Since Colin McRae Rally popularised ti" 
genre four years ago. there —“ ^ * 


. have been at least three 
the shelves every year and 


major rally tides sitting c.. 
on PS2 we can barely move for ’em. Pro Rally 2002 is 
the latest addition to the many franchises out there 
but, given the level of competition, a new rally game 
has to be a bit special to stand out from the crowd. 

Good handling mechanics are always Important In 
communicating the feel of tyre traction across differing road 
surfaces, but Pro Rally 2002 makes elementary mistakes 
Grip Is conveyed In a very basic manner: hit mud and the 


„as on Tame: travel across Ice and »ie Me W ^ ^ 

temeeniM^nd 

Rally Championship just Isnt there. 

On beginning the game, you must take part In ana 
complete! Driving School before you can even enter tire 
Championship mode. It copies the excellent llcence JJf* 
the Gran Turismo series but does so with less expense. In 
fact the lessons are so poorly-designed and arbitrary that 
they teach the driver very little. It wouldVe been much more 
helpful to just let the player leam how to control the vehlc 
by joining the Championship straight away. 

in Its defence. Pro Rally 2002 Is technically competent 
There are no frame rate Issues, the graphics are solid Ilf a 
little bland) and all the options you'd expect In a rally game 


are present Weatne, effect are co^nCn&^cajvbe 


•**'^arorowS-decentrolVdd^gtffle. 

rro's S a «ent«ade mode to appeaseChose *> | 

i 

this game Is averageware personified. ■ Marti Walban 


Why we’d buy it 

- A competent offroader 
-II you're collecting eveiy 
rally game in existence 


Why we’d leave it 

- Doesn't generate passion 1^1 
or tension . 

-very basic handling _] 






PRRIS-DRKRR RRLLU 


Africa. Cradle of humanity and the location for the most gruelling rally race in the world. 


The rally takes in 
vast swathes of 
North Africa. The 
thing is, it all 
starts to look a 
little similar... 


IT LkHJkJJ 


Publisher: Acclaim Developer Broadsword 
J’llce £39.99 Player 1 Out Now 

_ or those who don’t know the Paris-Dakar Rally 
CZ from a nibbles run to the local garage, the 22- 
year-old race is the ultimate offroad experience 
for thrill seekers with spare time and a death wish. The 
gargantuan rally spans North Africa, serving up 
competitors with a gruelling 11,000km of inhospitable 
terrain in buggies, 4x4s, quad bikes and motorbikes. 

The game’s three modes, Time Attack, Single Race and 
Challenge hinge around the gargantuan rally’s numerous 
and (on paper at least) diverse stages. Sadly though, the 
quality of the driving experience fails to keep pace with the 
sheer mileage on offer. The result Is essentially a single 
mode game that looks more varied than It actually Is. 
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Senegal has Its dried river beds, Libya Its parched dunes 
and Niger Its creeks and volcanic slopes. It sounds great but 
In practice the feel of each environment Is depresslngly 
similar. Furthermore, the gift of recreating a race famous for 
pitting four different vehicle classes against one another Is 
squandered with handling that only differs In the ease with 
which It's possible to crash your vehicle. Even a choice of 
vehicle settings falls to bring any variety to the handling 
What’s more, the freedom that offroad racing usually 
affords gamers Is joylessly nobbled. Wander a few metres 
from the designated track and your rough, tough, go 
anywhere vehicle will slow to an Infuriating limp. It's a big 
country, of course, and a race so totally free roaming 
wouldn’t be workable but Its lazy to suggest that a specially 
engineered 4x4 SUV can’t cope with a featureless hillock 
Given a less ambitious source (and they don’t come 


much more ambitious than the Paris-Dakar Rally) the result 
could have been a richer and altogether more focused 
experience. There are moments here when you get a real 
sense of the struggle to better the unforgiving environment 
that must be at the heart of the real event, but only rarely. 
Most of the time It feels like you're running through sand. 

■ Paul Fitzpatrick 


PARIS-DAKAR RALLY 
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PLUS ALL THIS! 


PlayStation STITCH 
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OUR PROMISE: 

opm is the only place for PSone news, previews, 
features and m-depth reviews unlike other mags, 
we love our PSones and make sure you si 
pvpiv last bit of gaming iu.ee from yours 


• world Rally Championship 

• Dancing stage Euromix 2 

• Black & white 

• Tony Hawk's 3 AND 4 

• Yu-Gi-Oh! • Fire Bugs 


ON SALE 9 AUGUST 








































P 84 G-SURFERS 


<0 WIPEOUT FUSION 




than ever before. 


of futuristic racing gets its long-awaited 


The godfather --- - 

PS2 premiere, with eye-watering results. 


Acclaim's jet bike take on VWpEout with roller coaster 
and Incredible speeds. 


courses 


The updated Ben Hur chariot scene from The Phantom 
Menace's comes to PS2 in this turbo-charged pod racer 


It’s a poor man's WipEout but with a superb 'build your 
own circuit’ option! 


Mediocre sky race spin-off inspired by the 
only decent bit in The Fifth Element 


V/ 


+ ±J! 


UJIPEOUT FUSION 


In 13th position and still 
being overtaken? Don't 
despair - with practice 
you'll soon be moving 
up the leaderboard. 


The king of sci-fi racing is back, boasting more rocket fuel than a tramp’s urine sample. 


'publisher: SCEE Developer Studio Liverpool 
Price: £34.99 Players: 1-2 Out Now 

r ith racing games, Teel’ is everything. If, say, the 
II GT3 cars had just the slightest hint of clunky, 

, unrealistic handling, then all its depth and 
gloss would count for nothing. The spell would be 
broken and it’d feel like just another driving game. The 
WipEout designers have always been smart enough to 
blend all of their elements (visuals, sound, speed, 
power-ups) to create a perfect all-round feeL Here, 
they’ve used the PS2’s graphical finesse and brute 
power to produce an incredibly challenging game that 
looks fantastic, sounds great, moves like a flash and 
plays like a dream. It’s also more flexible, more 
customisable and far more guarded about its secrets. 

The first shock Is that where previous WIpEouts have 
kept only the tougher courses and slinkier ships locked up, 
here you start with the barest bones of ships, tracks and 
weapons The entire design of the single-player game Is 
geared towards unlocking everything through meeting the 
challenges and picking up bronze, silver and gold medals 
When you finally do make the top three, the satisfaction In 
seeing that first new weapon reveal Itself Is enormous 

Racing Is as sleek, smooth and zippy as ever. Crucially, 
the handling has been tweaked to make control even more 
about creative steering anticipation and Instinct than In the 
PSone versions. Getting to know the racing-line Is only half 
the battle. Success Is about sharp management of many 
factors: too much emphasis on speed and you II be 
bounced around by the walls and the other cars lea y 1 '] g 
your shield drained; too much caution and you’ll be left far 
behind to enjoy that nice, spotless ship - unless you work 

on those weapon skills 

Of course, the ships don’t just effortlessly skip into 
right-angle turns when you need to avoid a poorly judge 
comer, and the moans about wall-scraping will never go 
away. But that’s all part of the game - particularly on the 


busier, less forgiving tracks Ybu have to gain enough 
familiarity with the layout and get busy on the air-brakes to 
minimise collision damage, while keeping diligent about 
shield-recharging Whatever mode you’re In, the game Is 
based around eight global zones which each feature six 
tracks (three different courses plus their reversals). Early 
zones like the US-based Florlon Height are straightforward 
designs where the challenge comes from the odd set- 
piece. But as the features open up, track complexity 
increases, incorporating short (and long) cuts, extreme 


//If you’re already a WipEout fan 
this is everything you’ve hoped tor 
and much, much more// 


scenery distractions (snowstorms, rock outcrops, big trees 
in the road), loops and leaps and special trigger pads that 
bridge gaps, raise ramps and even open up doorways to 
hidden super short cuts 


disabled. At the off, your score starts to steadily tick 
upwards as a ten-second timer counts down When the 
timer hits zero. It resets and you go up from 'zone’ one to 
two - that is your ship's top speed increases (braking is 
limited and there’s no shield recharge). So, the longer you 
survive, the more zones you go through, the faster you get 
the higher score you get But obviously, as you get faster It 
becomes more difficult to avoid those wall-scrapes and 
that shield energy soon starts to trickle away. Game over 
when your craft explodes ttu’re then given a code which, 
when entered into the 
official web site 

jwww.wipeoutfusioncoml, 

will translate into score, 
zone level reached, etc it’s 
a superb way of uniting all 
the international PS2 
territories Into one huge International competitioa 
Pretty much everything has been ramped up to make 
the previous versions seem slightly pedestrian by 


Flame-thrower, a teensy bit of slowdown on the real* 
complex Bits] am niggles wNcl.,» ' „ 


INTHEZONES game'smany pleasures If you’re already a WipEout fen this 

me Basic quick-start Is Arcade mode: lust pick a team and 8 , " ul . e hoped tor and muck, much mo«» 

a second pilot and -ace the first course In ^ w Tne*rcomer or a doublet take the time and eft* 

zones Finish In the top three and a new course wll |n and y0U '|| soon be converted. It's an instant 

along with the occasional new weapon/pick-up. L£a^e ^ d(?vjsed and deslgned . and straight onto 

mode works In a more long-term way. ^pickyour^ must-own PS2 titles. ■ Andy Lowe 

and pilot and enter a competition over three setcouraes 
Finishing high on the leaderboard is rowarieci w«hcredits 
which can be spent on boosting your era*i potential 
[thrust, brake-force.shield power.etc). Multiplayer mate Is 
the standard split-screen affair, but IK been considerably 
pepped up over the Rsone’s Wlp3out Now, practical 
everything Is customisable - weapon types number of laps 
veriS/horizontal spirt, shield handicaps.. The list goes oa 
Trie real stroke of genius Is Zone mode. tt>u sfart with 
standard ship on any unlocked leveL Weapon pads are 
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WFEOUT FUSION 
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The racing games that prefer 
Blade Runner-e sque locales, 
laser cannons, guided missiles 
and thumping dance music to 
dull stuff like ‘realistic handling’. 
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WIPEOUT FUSION 
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FLORION HEIGHT MANDRASHEE 

USA China 

Sidestep shield-crushing Takes In volcanoes, cliffs, 

boulders and squint through beaches and a stunning 

visibility-impairing sandstorms. underwater section. 




VOHL SQUARE 

Russia 

Gassy and polluted industrial 
theme. Lots of steaming 


CUBISS FLOAT 
Switzerland 

One of Future-Earth’s remaining 
’Ice-zones’. With a near-blinding 
dash through a murky cavern. 


TEMTESHBAY KATMODA1? 

Austraiia 12 

Features " stomach-s, 




ALCA VEXUS 

Mexico 

Jungle level with horrific scenery 
obstacles which can lead to 
position-guzzling sudden stops 


DEVILIA 
Planet Novon 

Uh-uh, we’re not telling. Let' 
just say this doesn’t look like 
any course you've ever seen. 


THE ZONES 


Ride hard, live free. But mind that dangerous bend on Temtesh Bay. 


























FyTR gmE-G 3 


forcing a taped FI race. Oh, and thafs lust In the 
game’s Racing Class One. There ara tour classes In alt 


,, straddle a lOOOmph Jet Bike and feel the throb of pure atomic p«« ^, spee d b „„s,er which can be 

xsszsssssz 

the organic process going then Injects enough of Its own 
cellular gunk to make the 
game more than Just 
another wannabe 

The handling Is totally 
different - this being a bike 
and not a hovering 
spacecraft Left and right 


Publisher: Acddm Developer Acclaim Cheltenham 
Price £3959 Players: M Out Now 

r - nyone who has ever watched Ikon or Akim 

R and not thought to themselves, -Wow, wouldn't 
j it be amazing to drive one of those impossibly 
fast bikes through some futuristic metropolis, is a big 
girfs blouse. There's no two ways about it Which is 
why the arrival of Extreme-G 3 should have fans of 
those two films convulsing with excitement This is 
spleen-crushingly intense sci-fi racing 

From the very beginning two things are clear: this Is an 
extremely polished game and It borrows heavily from 
WipEout The Designers Republic-style fonts on the menu 
screens, the pumping licensed soundtrack (In this case 



// By the end of the game youjjjy 

breaking the sound Barrier within 
seconds of starting a race// 


movement Is adequately, not overly twltchy, and cornering 
Is superfast once you get the hang of under-using the 
airbrakes and relying on dampening the acceleration 


immERSDN ENGINE The PS2 gets environmentally friendly™ 

XSpH £ Supports and bMges. As the track EaramcG Js prettiest and toughest Packs 




l. Crystalaria Huge support beams attach this track to the Icy 2. Siris Canyon The nausea inducing loop-the-loops of this 
rock. DoesnT look safe, does it? circuit are visible right from the start 



Vl r_V J 


■ t 

*■ 


"1: % 


each adding many miles per hour to the gauge. By the end 
of the game you'll be breaking the sound barrier within 
seconds of starting a race. 

Backing up the visceral thrills are ten well-designed 
and amazingly detailed circuits. To take a random pick, 
'Atradaltoshl' Is a breathtaking romp through a bustling 
megaclty with spaceships buzzing by and neon ads 
everywhere; 'Oceania' takes you beneath the ocean In a 
series of claustrophobic glass tubes; and Verdegrand’ has 
you diving through looming cliffs and sunny valleys before 
suddenly plunging Inside a cliff via a long, red twisting 
tunnel. It's like strapping yourself to the nose cone of a 
MIG-21 and flying straight between the buttocks of hell. 

But this game will not be everyone’s cup of adrenaline. 
The structure has you playing the same nine tracks four 
times at Increasing skill levels to access the final track and 
this Is a Herculean task. Many of you might balk at having 
to repeatedly attempt the same circuits, others may feel 
that EG3 strays a little too close to WipEout for comfort 
They may have a point But at least give this stylish game a 
chance before opting for WipEout Fusion. Especially If 
you’ve ever watched Tron or Akira and thought to yourself- : 
■ Keith Stuart 


EXTREME-G 3 


— a tb* 

3. Oceania The elaborate loop scaffolding shows real attention to 4. Atradaitoshi The whole road is supported by massive bars 
^detail. Wouldn't trust It, mind. bolted to the sides of buildings. Yowseri 


? PlayStation^ SPECIAL EDITION: RACING GAMES 


Why we’d buy it 

-Some beautiful circuits 
-Gut-Imploding speed 
- Cool weapons 


- Gets tough very quickly 

- Game structure might 
not please everyone 
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STAR WARS: RACER REVENGE 


uawau 


TOP OF THE P0D5 

The Tournament mode gives you the opportunity to pick a 
racer and guide him - or in most cases If - through a 
13-race season. Here's how it works: 


The four-engined pod of 
racer Ben Quadinaros 
skims through Mos Espa. 


Ben Quadinaros pilots a four-engined pod. While this extra 
thrust gives him some good acceleration, his un-customised 
machine has a slow top speed and poor armour plating 


STRR 11IRR5-. 
RRCER REVENGE 


Gentlemen, alien creatures of all descriptions... Start your engines! 
It's time for some futuristic racing Star Wars-stylee. 

Publisher: Activision Developer: LucasArts 
Price: £39.99 Players: 1-2 Out Now 

r lew would argue that the pod racing sequence 
C is one of the best bits of The Phantom Menace 
L • j and its visceral high speed action is ideally 

suited to videogame translation. It’s hardly surprising 
then that LucasArts turned it into Star Wars: Racer for 
N64 and now Star Wars: Racer Revenge for PS2. This 
sequel is an all-new, highly polished tide with original 
tracks, extra pods and a blistering turn of pace 

The events of Racer Revenge are set eight years after 
the first game, so it features a polygonal Hayden 
Christensen as Anakln Skywalker. Imagine, If you will, that 
the ponytailed F’adawan has sneaked away from his Jedi 
training to compete In the new pod racing season. The 
rebellious teen Is just one of over 16 different pod pilots 
that you can select for any of the game’s three main 
modes - Single Play, Versus and Tournament. 

The real meat of the game Is the Tournament mode, < 

13-track season that encompasses three mini- 



//Once you’ve souped up your p© 

the gameplay gets farter, harder 


and more aggressive// 


and you simply re-race until you're 

the higher you finish, the more money (Truguts) you earn. for posltloni actively ramming you off the 

Destroying opponents can also earn you extra cash each ^ ^ nr wa)K d0 nt have time to think yo 

pod can only endure a certain amount of jostling and 
crashing before It needs to be repaired. 

Junk dealer Watto will Increase your winnings by a 
percentage depending on hov. many competitors you »lpe 
out Money gamed can then be used to'Imp™*■*» 

Cra.h nnH ik own set of handling characteristics, 


Entering the first competition, the Mos Espa Open, the 
technical limitations of Ben's pod aren't too much of a 
hindrance. Three laps, some conservative boosting and victory*. 


measured by six gauges: Acceleration, Top Speed, Handling 
Defence, Repair and Cooling fou can Improve these six 
technical areas by buying new parts at Watto’s junk shop. 
Improving your racer’s top speed will increase your 
chances of winning while upping Its defence level will 
strengthen the pod against damage. Similarly, spending 
your hard-won Truguts on repairs will shorten the time it 
. . . t , kes f 0r a ny damage to be patched up, while improving 

13-track season that encompasses three mini- wj|| a||Qw tQ ^ the boost 

competitions. After selecting one of the available pod racers fo Scents combine to make a racing game 
(new characters are unlocked as you win races In this g ■ ^ t0 p iay. 

mode) you compete in back-to-back contest ^ r Surprising, the feeling of raw speed In the early 

planets. To progress to the next trackyouneed to zoom ^ ^ d|sa p p y ointin& But 0 nce you’ve souped up your 
home In third place or above. Fall to finish In the top three podi the gameplay gets 

faster and harder, and the 
racers become more 
aggressive From the 
forests of Gamorr to the 
canyons of Tatoolne you 
fight to maintain your 


Pick up 2200 Truguts for winning and you can then invest trie 
cash on pod improvements More acceleration? Better armour. 

increase the top speed? ibu decide, then its onto the next rao 


turbo button allows limited bursts of acceleration, while 
pressing the repair button sacrifices engine power to 
devote energy to fixing any damage 

Racer Revenge is big on atmosphere The main Stor 
Wars theme is guaranteed to turn heads, while the races 
are a roar of howling engines screeching fo*«andlra“ 
chatter from the alien commentator. As for the visuals they 

reflect the Stor Wars universe extremely well wtth 

distinctive characters and erwironmentsl^ are ato 
some nice effects; smoking engines, rain, dust kicked p 
on desert tracks Holding down the turbo boost, 
meanwhile blurs the screen to simulate ‘ nsta ^^ t _ 
powered acceleration (although, the resulting haze makes 
It difficult to see anything). 

Slick playable and, at times a 
Revenge Is also too easy. We ct 

2 

that can be replayed for as long as you feel that neea ror 

speed. ■ Dean Evans 


simply react anticipating that next bend, dodging that 
boulder, juggling the boost and repair functions to stay 
ahead of the pack 

Still, controlling a pod doesnt get 
complicated than accelerate, brake and steer. An extra 
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jO G-SURFERS/NYR: NEW YORK RACE 

‘liiS'iSU 



ftel the g-fonce in a futuristic racer complete with 

_■■_hn/'L orlftnr 


'publisher Mhfas Interactive Develops Bade hteractfve Wee £39.99 Players: M Out Now 


r t uture racing games come in two 

C basic flavours: your WlpEout 
l * J type of weapons-based racer, 
where power-ups are almost as vital as 
driving skill; and your N64 ^Zero-style 
game, in which the only thing that 
separates winners from roadkiH Is an 
impossibly Hght touch on the joypad. 

G-Surfers takes Its cue from Nintendo's 
tftle. In as much as you have to feel your 
way around sweeping comers, easing your 
craft towards the racing line while 
maintaining sufficiently delicate control to 
prevent the back end sliding out of shape. 
There are power-ups to be found and the 
fierce Al of the computer drivers means the 
slightest mistake will be punished by the 
loss of two or three hard-won places. 

The tracks spiral around mountains and 
through cities, rising to giddying heights 
before plunging back to Earth. Short cuts 
and jumps are placed liberally throughout 
the 30-race championship that comprises 
the game’s standard One- and Two-player 
modes, and finishing In the top five of a 
race unlocks the next In the series. Barring 
the huge scale of the tracks, which can 
stretch for hundreds of miles, there’s little 
new here. What elevates G-Surfers above 
the mundane is an option called Trackman. 

This Is the most comprehensive editing 
tool ever to grace a console title. While 
ordinary track editors restrict you to placing 
Scalextdc-style road segments, Trackman 
lets you draw free-form shapes around 
topographical features on a satellite map of 
the entire globe. The tracks can be made to 
perform any number of movements, and 



since Trackman Is the tool the developers 
used to build the preset courses, It Isnt 
beyond the realms of possibility to create 
something as Impressive as the built-in 
courses. Although the PS2 will show signs 
of struggling If you put too much on a track 
In fact It’s these technical limitations 
that ultimately derail G-Surfers. To create a 
game that moves huge environments at 
such high speeds, the tracks and scenery 
are, by necessity, blandly textured and 
lacking In detail. Less forgivable Is the rather 
shaky frame rate: the game never moves 
with the smoothness of WlpEout Fusion. 

And so, despite the genius that Is Trackman, 
G-Surfers can only be considered as an 
average alternative to the futuristic big boys. 
■ Martin Kitts 


G-SURFERS 


Why we’d buy it 

■ Outstanding track editor 
• Unlimited variations 
- Fast with subtle handling 

Why we’d leave it f 

- Iffy frame rate ‘ 

-Nowhere near as good as 
WlpEout fusion 

05 ! 
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The Filth Element arrives on PS2 in hovencar 
racing form. How original is that?!! 


Publisher Wanadoo Developer: Kalisto Entertainment Price: £39.99 Players: M Out Now 


r a hen a patchy slice of sci-fi 
M hokum like The Fifth Element 
provides the basis for two 
videogames, you know developers are 
struggling to find inspiration. First there 
was an average platform game on 
PSone many moons ago and now this - 
a sub-standard WlpEout clone. 

NYR Is Inspired by the only decent 
aspect of the movie: the futuristic highways 
where wheels and Tarmac are banished In 
favour of sleek flying machines that weave 
In and out of the architecture at speeds of 
up to 500mph. Playing as Korben Dallas - 
Bruce Willis's character In his hovering NY 
cab - a roadless Big Apple of the future 
should make for an exciting racing arena 
but as you’ll soon discover, movement is 
restricted to a predetermined course from 
which It's impossible to stray. 

NYR Is so unforgiving that a faultless 
race can often be ruined by one minor 



mistake on the final bend that enables the 
chasing pack to pip you to the post There’s 
a selection of power-ups that’ll help In your 
goal, such as supersonic speed boosts and 
homing missiles, but they all look the same 
and It's a lucky dip In terms of what you get 
NYR runs smoothly and controlling your 
chosen craft can be quite absorbing 
Fundamentally though, the game Is marred 
by mediocre gameplay and visuals that fall 
to convey any of the atmosphere from Luc 
Besson’s blockbuster. ■ Ryan Butt 


NYR: NEW YORK RACE 


Why we’d buy It 

- Smooth handling 
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ARE YOU REALLY 
GETTING THE FULL PICTURE? 


the getaway 

■ Exclusive DVD interview with the 
team behind Sony’S epic. 


LORD OF THE RINGS 

■ Exclusive new shots of E/Vs 
The Two Towers. 

■ Exclusive screenshots and video 
footage of VivendiS Fellowship of the 
Ring. 


MAT HOFFMAN’S 
PRO BMX 2 

■ World exclusive review. 

■ World exclusive DVD documentary 
showing Mat in action - you’ll find it 
hard to believe your eyes. 


GTA: VICE CITY 

■ Your sickest, filthiest, utterly 
appaling ideas for Grand Theft Auto 
3's sequel brought to life. You carft 
miss this... 


6 ‘ hard to believe your eyes. 1 

ee what everyone else is just talking about - 
SMZ’s stunning new DVD. 

OR ONLY £3.99, YOU GET: 


PSM2 MAGAZINE I I PSM2 DVD 

THE UK’S FIRST AND FINEST THE UK’S BIGGEST AND BEST 
INDEPENDENT PS2 MAGAZINE. DVD FOR PLAYSTATION 2. 


ammed from cover to cover with scorching coverage of 
the biggest PlayStation 2 games on the planet. 


Over THREE HOURS of PS2 perfection! We 
deliver more games and bonus extras than 
[ any other DVD. 




MAT HOFFMAN’S 2 - Exclusive review! 
TOCA - First independent review! 
COLIN MCRAE - Hands-on verdict! 
BURNOUT 2 - Exclusive shots! 
FFIO - Finish the game now! 


Amazing new look! 

Future hits revealed! 

Loaded with special features! 

| The most comprehensive disc! 
Mr T! Yes, Mr T... 


rHE ULTIMATE DVD/ 
MAGAZINE SYSTEM FOR PS2 

































































net influential raefoe games, plucked from the multi-storey car park of history... W0R0S; KEm stuart 
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W lhile you’re marvelling at the ultra-realistic car 
models and lush scenery of TOCA Race Driver, 

| spare a thought for the racing game fan of the 
Seventies. The first proper car driving title of all time - Atari’s 
forgotten effort Gran Irak 10 - didn't arrive until 1974 and 
was a laughably basic black and white, to(Mlown affair with 
a single car competing against the stopwatch. Things got 
slightly better in 1975 with Kee Games’ Indy 800, an 
enormous eight-player racer, still top-down and still black 
and white but at least you could race against other cars A 
year later, Atari took things a little further with Night Driver, 
the first game to use a ’realistic’ In-car view. Suddenly, afro¬ 
headed Seventies kids had the thrill of watching a white 
block converging toward a featureless monochrome horizon. 

It wasnt really until Sega’s Turbo (1981) and, more 
Importantly, Namco’s 1982 smash Pole Position that driving 
games really began to look like, erm, driving games Pole 
Positions 3D-allke visuals Fuji circuit setting and Inclusion of 
a qualifying lap led to enormous success with realism- 
hungry gamers Consequently, other developers began to 
abandon the at the time dominant overhead view and 
explore the visual possibilities offered by new, more powerful 
hardware. At that point the genre took off like a nitrous 
oxide-fuelled Ford Capri, exploding Into a dozen flaming 

sub.sen^andsub-sut^rKConfusKffth.weh*"' § 

even started yet.. 


e bask: gamepfay and monochrome visuals of Atarf s^ Might 
(left) to the ultra-realism of TOCA Roce 
W game has traveled a long, long way in the last 26 years. 
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4. ‘Plonk back’ 

A ‘technical 1 term (or when your car Is 
returned to the track alter a crash. 

Too quick and there's no real penalty, 
too slow and It’s frustrating. A (ew 
games have added 'realism': In Super 
Sprint a helicopter puts you back onto 
the track, in Stunt Car Racer a crane. 


Gears have been a vital e '®J" ent 

Of the driving game since the 

beginning At first them were 

simple two stage‘high or low 

transmissions. Later, realistic 

racers added four and even six 
gears. The automatic option has 

always been looked down upon. | 
A flyer for Kee Game’s 1974 title 

Twin Racer boasted of its 

Automatic Drive button for 

•ladies and kids’._„ 


tR BOX 

hat condition your 
lission is in. 


TOP TEN KEy ELEITIENT5 OF THE RFONG GFUTIE 


3. Scenery 

Sega’s Turbo (1981) upped the sc 
ante with urban areas sporting si 
lamps and skyscrapers, as well a 
country locations. In a recent, m; 
advance, Bizarre Creations intric; 
replicated areas of London, Tokyc 
San Fran for MSR using video foe 
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1. The steering wheel 

A part of driving games since Gran 
Irak 10. Early digital wheels would 
spin forever in either direction. In the 
•80s realistic analogue wheels took 
over. The first home wheel came with 
a conversion of Sega’s Turbo for the 
ColecoVision console in 1982. 


5. Force feedback 

A term applied when the controller |oj 
cabinet) vibrates when you're on rou( 1 
ground or when a steering wheel 
offers actual resistance to movement 
replicating real racing physics. Sega 
Innovated with Hang-On, the hydraulic 
Outrun cabinet and Vlrtua Racing 


2. Engine noise 

Atari’s 1974 coin-op Cron Irak 10 was 
the pace-setter with realistic engine, 
skidding and crash noises. Later 
developers like Polyphony Digital and 
Bizarre Creations Ipictured) began to 
sample real cars to get authentic 
engine notes and sound emissions. 


NEED FOR SPEED 

(Electronic Arts/1994/3DO) 

This beautifully presented driver was a high-point for the 
doomed 3DO console. Offering eight super cars, including the 
Porsche 911 and Lambourghinl Diablo, it was one of the first 
games to revel In providing a range of realistic, desirable 
motors. The A-to-B circuits take in alpine, coastal and highway 
locations and the presence of traffic on the roads adds to the 
challenge. Handling feels firm and weighty - pre-empting the 
likes of Gran Turlsmo and Colin McRae Rally. 




OUTRUN 

(Sega AM2/1986/Arcade] ^ ^ , ald _ bac k 
Design guru cruis|ng , n a fast 

racer was to capture die feehng ^ ^ gnd 

checkpoints. It was one of t» UW «« 

looked fantastic with bright colours, big detailed 
sprites and parallax scrolling. <3ai * ™ 
hugely challenging featuring dips and hilsat a time 
when most racers were totally flat Plus, th 
precociously complex handling allowed for die 
combined use of gear shift brake and accelerate to 
pull off super speed cornering Anyone who failed 
to master this simply pretended they were In 
Miami Vice for thirty glorious seconds before 
smashing Into the back of a lorry. 


sunny USA in a Ferrari, 
a » blonde at your 
side - no wonder this 
game was popular. 


LOTUS ESPRIT TURBO CHALLENGE 

(Gremlin Graphics, racer from British developers 
split-screen m ° d *. loadS ° , „ k t0 wea ve around. Also has 
Z TSSZm* laccorcflng to the editor, Mr Ue Hart, 

he was the 48th person In ihe country to achieve this). _ 


DAYTONA USA 

SSe^^^ials of trrrtuo Roc/ng with the brutal 
thrills and super-tuned motors of stock car racing 40 cars 
compete across three circuits loaded with scenic detail. The 
Model 2 arcade board handles 300,000 textured polys a 
second, making for a smooth racing experience. Importantly, 
the handling mixes realism and arcade exaggeration so 
slipstreaming and vehicle damage meet head-on with OTT 
powersliding Simply one of the finest coin-ops ever made. 




w 



■OP CABINETS 


life^ntMtf^Hang-On bike tea 
allows you to lean into comers, t 

SoRoccrhund^f" 

to be pulled down to aRectai u 
and ultimately hydrau '^- 

••SSSSSSK 

^iundon whh V* steedng wl 

"■SSiSS- 

Challenge 

three screens and even gives 

norfnrmance at the end oil 


cockpits d«> 

Position (featuring a 

,sed sit-down affair) lead s 
,S began experimenting_ 
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SEGA RALLY 

(Sega AM3/1995/Arcade) 

Another superb Sega racer, this time from AM3 (Tetsuya 
Mlzuguchl, creator of Spoce Channel Five and Rez, was a lead 
designer on the game). Mixes slightly firmer, Daytono-style 
handling with three hugely challenging generally offroad, 
courses and two actual rally cars - the Toyota Celica GT and 
Lancia Delta HF Integrate. The massive popularity of the game 
legitimised videogame rallying leading to ail the later 
simulations such as Colin McRae Rally and V-Rally. 


RIDGE RACER 

(Namco/1993-present day/Arcade/PSone/PS2) 
Namco's chic series began as a direct arcade 
competitor to Sega’s Daytona USA but has since 
become a PlayStation staple with four bestselling 
sequels. Handling Is heavily stylised and essentially 
based around a range of power drifts accessible 
through different combinations of brake and 
accelerator. PlayStation-only sequels such as Rage 
Racer and Ridge Racer V added new elements to 
the structure, including tune-up options and a huge 
range of unlockable (fictitious) car models, but the 
gameplay never strays from Its arcade roots. The 
scenic flights of fancy Introduced by the 
original Ridge Racer - 
animating ads for other 

^ _ ‘* r " - Namco games, long 

twisting tunnels and 
aircraft whizzing 
overhead - have been 
shamelessly nicked by 
just about every 
subsequent street racer. 


CRAZY TAXI 

(Sega/1999/Arcade/Dneamcast/PS2) 

Sega’s unique urban driver has you ferrying the public around 
a San Francisco-alike city, earning as much cash as possible 
within the time limit Gameplay is typically Sega: easy to get 
into but challenging to master. Anything goes - short cuts up 
alleyways, driving on the pavement, jumps off the back of 
stationary vans. Moves like the Crazy Jump and Crazy Boost 
require deft timing and coordination but teaming them Is vital 
if you’re to progress. A bright, brash and Innovative diversion. 



technical damage goes b 
Pitstop H where tyres suff 
wear on the tracksides C 
is set to take damage to 


allowed players to improvt 
and acceleration - a mon 
approach Gran TUnsmo is 
ultimate In vehicle tuning 


swerving to get 


notoriously easy 


Kart. Daytona USA and Ridge Roce ' 


-controlled stragglers. 


computer-' 


AI 7. Catch-up 

ly computer opponents would A system that ^To^catehTpwitlUhe 

dw a pre-set racing line’. Later. rear of the pack o catch up wit^ne 

y were programmed to react In real rest by slowii 8 vitally 

e to the circuit and other vehicles. 


■he powerslide 

ndling quirk usually achieved by 
mg. accelerating and turning 
iltaneously. sending the car into a 


S3.52S2~»- 

was one of the first to offer sim-style 
car tweaking Atari s Super Spnnt 


amage 

;h visual damage to car models 
w-ish phenomenon ITaito s 
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When driving games spun out of •?“L < «!riitejna speedii®ftnari. Hence 
from the experience than three ™nutes of ^eap toHsjn a ^ S 
choice of vehicles and learning curves as steep and treacnerous 


HARD DRIVIN’ 

(Atari/1988/Arcade) 

The first true 3D driver was not Virtua Racing but this 
often overlooked sim, which also made revolutionary 
use of force feedback controls [In other words the 
steering wheel shook In conjunction with the 
onscreen action) for added realism. Features a car 
clearly based on the Ferrari Testarossa and a range of 
Interesting stunt courses including Evel Knleval-style 
Jumps and a 360- loop - a clear influence on the 
Amiga classic Stunt Car Racer. Players can also 
compete in a race against a ‘ghost car* which 
represents the performance of the previous record 
holder for that lap. This has since become a standard 
element of the driving game Time Trial mode 


issssssssr 

Turismo Is all things to all people. The extensive, 
exhausting GT mode Is a petralhead s heaven, 

jammed with tuning options, licenses and 

I championships. The Arcade mode s |mp| y ete boy 
racers revel In the Incredible handling which 
, somehow manages to accurately replicate the 
torque, cornering acceleration and sound of 
hundreds of sexy motors. And, crucially, the game 
has never been about unattainable super cars. Its 
about desirable production cars: the Skylines, the 

Imprezas, the Lancer Evolutions. The kind of 
vehicles raced on the highways of 
Tokyo (a practice which no doubt 
Inspired the game) and 

sunburned strips of LA 
i Oust about every car in 
| The Fast and the 
| Furious Is in GT). Plus, 
since Gran Turismo 2 
there’s even been a 
Rally mode for those 
who prefer skidding 
In the mud to trying 
to stay on the Tarmac. 

J For many PS2 owners, 
f Gmn TVrismo 3 is the only 
driving game they’ll ever 
need. Until GT4 arrives... 


COUN MCRAE RALLY 

(Codemasters/1998-preserrt day/PSone/PC/PS2) 
The first quality rally game to simulate the actual 
gruelling time trial basis of the sport - with players 
competing not against other drivers, but against a 
series of hair-raising offroad stages and a stopwatch. 
The different terrains and road conditions are 
brilliantly replicated and the handling is robust, yet 
sensitive and slidy, providing an exciting seat-of-the- 
pants drive. Mr McRae himself loves it and has been 
constantly consulted through the development of the 
series, which also takes in car maintenance and 
repair tactics. The long-awaited third game in the 
series is on its way to PS2, premiering a new, even 
more realistic Championship mode (see the preview 
on pl4-l7) as well as realistic windscreen wipers' 
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TOCA TOURING CARS 

(Codemasters/1998-pnesent day/PSone/PC/PS2) 

This more mainstream forerunner to Colin McRae 
features realistically modelled touring cars tearing 
round accurately reproduced circuits like Sllverstone 
and Brands Hatch. Gameplay-wise it’s an innovative 
meeting of Daytona USA and Gmn Turismo. mixing 
arcade elements such as bumps, crashes and close- 
packed racing (there are 16 Jostling cars on track at 
once) with real handling depth and superb opponent 
Al. For those turned off by the obsessive car 
upgrading of GT and the anal vehicle contact- 
avoidance of Fl sims, the series has proved an 
exciting introduction to real motorsport The latest 
version, TOCA Racer Driver, is coming to PS2 in 
September. Check out page 28 for a preview. 



F355 CHALLENGE 

(Sega AM2/1999/Arcade/Dreamcast) 

This scarily realistic sim - actually designed in 
conjunction with engineers from the Italian car 
manufacturer - was Ferrari fanatic Yu Suzukl’s dream 
project when he began work on It In the late-Ninetles. 
The handling is so realistic it takes most people a 
couple of weeks Just to get through the training 
modes, let alone finish a race in the top three. To 
enhance the authenticity yet further, the coin-op 
version has three screens to provide drivers with 
better ambient vision and players are given a print¬ 
out analysing their performance at the end of the | 

advan^r! 3 "!' 3 ,3ndmark title due t0 115 use of 
and in ri tX 5 m ° delS t0 provlde total| V accurate 
[and In-depth driving. A PS2 version Is arriving soon. 
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and simple car models made Fl especially Donuiar ^ most Elated. In the early days, the scenicalh/ r.mitoH oJ 
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circuits 

and 

giving. 


POLE POSITION 

(Namco/1982/Arcade) 

Namco’s hugely successful Fl racer - running on the 
then cutting edge Z80 processor - basically set the 
tone for driving games for the next ten years with Its 
‘behind the cari view and use of sprite scaling (a 
process of uniformly changing the size of onscreen 
objects which creates the ‘approaching scenery effect 
In 2D driving games). Pole Position was also the first 
racer to use a real circuit (Fuji) and It introduced a 
qualifying lap feature so players had to gain a good 
time to get a decent starting position for the main 
Grand Prlx mode (in which the use of checkpoints 
was another innovation). A sequel featuring four 
circuits followed In ‘83 as did a cartoon based on the 
game - one of the first videogame to TV crossovers. 


PITSTOP II 

(Epyx/1984/C64/Apple II) 

This poundbreaking racer from legendary 8-bit 
developer Epyx features two-player split screen 
racing and a tactical, Interactive pitstop element 
allowing drivers to change tires and refuel mid-race. 
To extend the gameplay beyond the standard 
checkpoint-based experience, Epyx added a Grand 
Circuit mode which simulates a full-lsh Grand Prix 
season with six real circuits Including Brands Hatch 
and Hockenheim. Typically for the era, the team 
didn’t apply for any official licenses and merely 
reproduced the courses without permission. Along 
with Geoff Crammond’s 1984 racer Revs on the BBC 
Micro (actually an F3 racer), this was the beginning of 
the in-depth Formula One simulation. 



(Above) The hugely influential original F1GP (below) Grand 
Prix 4, the current benchmark for hardcore Fl simulation. 



FORMULA ONE GRAND PRIX 

(Microprose/1991-present day/Amiga/PC) 

Created by driving sim godfather Geoff Crammond, 
Formula One Grand Prix Is the grand-daddy of the 
modem Fl simulation. The Innovative cockpit view, 
smooth 3D visuals and inclusion of all 16 world 
circuits lent the game an unparalleled visual 
authenticity. But the most important element was 
the realistic simulation model. Using data provided 
by now defunct Fl team Footwork (as well as 
speed figures shown during a TV transmission of an 
Ayrton Senna qualifying lap), FIGPgave motorsport 
anoraks a tough, challenging taste of real Formula 
One driving A taste further heightened by some 
technical tweaking options and tentative TV-style 
presentation (a precursor to the elaborate, watch 
the replays via the real nv camera positions’ 
malarkey of today’s racers). Three sequels have 
followed so far, with Crammond still canying out 
most of the engine and Al programming himself. For 
Fl GP2 (1996) Microprose snagged an official F1A 
license allowing the use of all the driver, team and 
circuit names of the 1994 season. Crammond also 
Improved and added detail to the driving physics. 
This was the biggest hit In the series to date, 
attracting a massive Internet community - mostly 
because someone managed to create a map editor 
for the game, allowing fans to build their own 
circuits. Grand Prix 4, offering hl-tech gubbins like 
true 3D sound and tracks re-constructed from GPS 
data, will be hitting the shelves right about now. 



VIRTUA RACING 

(Sega/1992/Arcade) 

The late ‘80s and early *90s saw a flurry of Fl titles all 
adding new features to the Pole Position basics - for 
example, Namco’s Final Lap (1987) introduced 
cabinet link-ups, while Taito’s Continental Circus 
(1988) brought weather. The real epoch-shatterer 
though, was Virtua Racing - the first title in Sega’s 3D 
Virtual reality’ series. The game used simple flat- 
shaded car models and circuits, like Hard Drivin’ and 
Namco’s Winning Run (1989), but was revolutionary 
thanks to the hi-tech Model 1 hardware capable of 
pushing out polygons at 180,000 a second for smooth, 
rather than slow and jumpy, 3D visuals. Virtua Racing 
also introduced selectable camera views (there are 
four to chose from). The dawn of the modem racer. 
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18 WHEELER 

(Sega/2000/Arcade/Dreamcast/PS2) 
Enjoyable truck-'em-up In which 
various cargoes are taken on a high¬ 
speed, stage-by-stage romp from New 
York to San Francisco. At Its best In 
the arcades thanks to a cabinet which 
features an authentically massive 
steering wheel that makes swerving 
between other vehicles a real battle. 
The game also Includes driving 
challenges like parallel parking. Not 
that popular with women, then... 


SKY JINKS 

(Activision/1982/Atari VCS) 

This unusual ‘against-the-clock’ plane 
racer features five different courses 
(including one called ‘Love Reid') with 
players flying between pylons in a sort 
of aerial version of ski slalom. 
Subsequent planer racers include 
Bravo Air Race and NGEN Racing on 
PSone, and in the autumn Midway is 
releasing Freaky Flyers, a free-roaming 
cartoon aircraft racer for PS2. it’s the 
unlikely sub-genre that will not die! 


WAVE RACE 

(Nintendo/1996/N64) 

Standard-setting Jet Ski racer with 
amazingly realistic water effects and 
brilliant analogue handling which 
gives players full three dimensional 
control over the dipping, leaping 
Kawasaki craft Imaginative circuit 
designs (which incorporate high and 
low tides to reveal new ramps and 
obstacles] complete the package. A 
clear influence on the likes of Jet Ski 
Riders and Splashdown on PS2. 


ssx 

(EA/2000/PS2) 

EA's groovy series is currently the 
state of the art In videogame 
snowboarding and unlike other, more 
straight-faced competitors, includes a 
racing mode as well as the usual 
downhill time trials and freestyle 
events. The boarding physics are spot 
on, the feeling of wooshing over 
packed snow, beautifully replicated. 
The superior sequel, SSX Tricky, added 
a rivalry feature - push and shove 
another competitor too much and 
they turn against you for the next 
race. Add all this to ace, psychadella- 
tlnged visuals and you’ve got a winner. 
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HANG-ON 

(Sega/1985-87/Arcade) 

me first racing game YU Suzuki worked on for 
Sega was this benchmark biking sim, boasting 
blistering speed, smooth handling and five 
circuits taking In alpine, seaside, circuit and 
city locations raced through In the usual ‘pass 
the checkpoints to keep playing’ system. The 
original bike-shaped cabinet let you control the 
game by actually leaning Into comers - an 
early hint at Suzuki's obsession with handling 
realism. Super Hang-On (1987) Improved on 
the recipe with better visuals, new, more 
complex circuits and a cool nltro boost feature. 
Sadly, YU Suzuki has yet to return to the biking . 
oeuvre, although Sega has been back with 
Harley Davidson & LA Riders. 


“"(Above) The original 
Hang-On (below) the 
even better sefljel^ 


decent bash, however- 


enduro RACER 

handlebar, at the correct momerts 
get the onscreen rider to lunwlWs 
can be used to clear logs and 

boulders or cheekily nip over barriers 

,or a short cut The dirt bike genre has 

been attempted intermittently since 
with the likes of N64’s Exc/teblke and 
MX 2002 on PS2 offering similar 
skid-crazy, high-jumping action. 


incredible OVERSIGHT 

■Hi. rm Evel Knieval.you may 

such crazy stunts as that one where If edI my 

head in trying to clear Snake River Can Y° n on 
missile. What was I thinking?!! Anyway, what I want 
to know is, why is there no PS2 Kmeval game 
would have stunts ™ri hell-bottomed ]umpsurts._ 


ROAD rash 

(EA/1991/Mega Drive) 

Fun illegal racing game where riders 

speed along to a hard rawk 

soundtrack, punching each other off 
their bikes while trying to avoid both 
oncoming traffic and police cars 
which attempt to shunt you off the 
various US highways. At the end of 
each stage it’s possible to buy bigger 
bikes - already a standard feature of 
console racers by this time. Several 
inferior sequels have followed across 
various 16 and 32-bit formats. 


Although care and motorbikes dominate the racing genre, developers are always ready to 

mid-Bghties saw a rush of BMX si ms captialising on the offroad brkrng phenomenon, while in the Nineties the extreme sports 
explosion encouraged companies to branch out into water and snow racers. Here’s a selection of the best racing mistits. 
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Taito’s 1984 c 


J cartoons have been turned into ‘fun’ 
1 of realism. 



POWER DRIFT 

(Sega/1988/Arcade) 

Bright, brash karting romp featuring 
twenty five courses rammed with 
ramps, bridges and big, chunky 
vehicles. The graphics are 2D sprite- 
based but with a 3D first-person view 
(so If your kart spins off, you see the 
world spinning around you) - an 
interesting precursor to Sega’s full 3D 
polygon work with the Virtua series. 
Introduced the knockabout character- 
based gameplay of the karting slm. 


SUPER MARIO KART ~ 

(Nintendo/1992-present day/ 

SNES/GBA) 

Nintendo’s legendary kart racer Is a 
masterclass In pinpoint gameplay 
balance. Eight karts with different 
handling characteristics compete in a 
series of cups across three vehicle 
classes. Every Imaginative, fiendishly 
challenging circuit Is strewn with power- 
ups, weapons and boosts all now 
grindlngly familiar thanks to a billion 




~mr 
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was poor and fans of the original hated 
it (despite the four-player split-screen 

Inferior copycats. An N64 update turned option). The recent GBA remake of 


up in 1996 but the gameplay balance Super Mario Kart recaptured the magic 




CRASH 

TEAM RACING 

(Naughty Dog/1999/PSone) 

The best of the recent swarm of Mario 
Kart-style licensed racers - but up 
against trash like Super Bombad 
Racing, Looney Tunes Space Race and 
South Park Rally that’s not saying too 
much. Importantly, CTR perfectly 
replicates Mario Karts power-ups and 
use of well-known game characters, 
while adding some of its own new 
twists and great circuit design, let’s 
hope the makers of future licensed 
kart games take note 



As JG Ballard quite rightly identified in his cult perv sd-fi novel Crash, there’s something strangely alluring about the auto-wreck. 
Why else would the dodgem be a staple element of every fairground in the world? Naturally, it didn’t take game makers long to 
catch on and turn this weird anomaly of the modem psyche into an exciting driving sub-genre! 
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DEATH RACE 

(Exidy/1976/Arcade) 

This arcade game, titled to cash In on 
the Roger Corman horror driving flick, 
has one or two players running over 
as many little stick men (they're 
meant to be gremlins) as possible. The 
road carnage theme attracted the first 
ever videogame violence controversy 
with several key US magazines and 
news programmes calling for Its 
withdrawal. Obviously, the machine 
then became an enormous success. 


DESTRUCTION 

DERBY 

(Reflections/1995-96/PSone) 

Early PSone stock car series from 
Reflections, the UK team behind 
Driver and Stuntman. Reversed the 
usual driving game objective of 
avoiding contact with other vehicles 
by actively encouraging shunts and 
smashes. The superior sequel brought 
the team’s twin obsessions - realistic 
car dynamics and multiple pile-ups - 

together In perfect harmony, with 

flying debris and a decent replay 
option to show the best crashes A 
new nihilistic, voyeuristic game style 
was bom. Codemasters expanded the 
theme with TOCA. 



TWISTED METAL 

(Singletrac/1996-present day/ 
PSone/PS2) 

One of the original combat driving 
games - a genre possibly inspired by 
FPS death matches A bizarre mix of 
vehicles (trucks Ice cream vans) with 
various special weapons do battle In a 
series of arenas Spawned three 
sequels so far as well as copy-cats like 
Vigilante 8 (a follow-up t o exce llent 
PC muscle car romp Interstate ‘76L 
The current daddy of the genre Is 
PS2’s well ‘aid Twisted Metal: Block 



CARMAGEPDON 

(SCt/Stintess/1997/PC/PSone/GB) 

This outrageous Irresponsible but fun 
urban driving game caused masses of 
controversy on Its original release 
(and was banned in several countries!, 
thanks to the Death Race-style points 
for pedestrian carnage’ gameplay Uke 
the 1976 title, this one went all out to 
provoke controversy a marketing 
technique later employed by DMAs 
similarly murderous Grand Theft Auto 
series Not one for the simulation fare 
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.0THE NEED FOR SPEED 


B Has evolved. 


SPY HUNTER 

(Midway/1983/Arcade) 

Massively successful James Bond- 
style 'espionage thriller' that kick 
started the adventure/drtvlng game 
mini-genre. Players cruise along an 
endless highway using missiles and 
machine guns to destroy enemy 
vehicles In front and oil slicks and 
smoke screens to nobble those 
behind. Occasional forks In the road 
take you Into boat-controlling sections 
and driving onto ammo trucks gives 
access to new weapons (a feature 
apparently taken from TVs Knight 
Rider). Inspired Talto’s Chase HQ 
among many others, and was recently 
re-anlmated for a quality PS2 outing. 


DRIVER 

(Reflections/1999-present day/ 

PSone/PS2) 

tou’re an undercover cop pulling 
gangland jobs to snare the criminal 
bigwigs In this cool, 70 s-style car 
chase thriller. The brilliant sling-it- 
about handling (and subsequent 
vehicle damage), ridiculous pile-ups 
and great sub-games struck all the 
right notes with a PSone audience 
brought up on the likes of Bullitt 
and The French Connection. Look 
out for the hugely-anticipated third 
Instalment coming to PS2 next year. 


metropolis street 
RACER 

(Bizarre Creations/2000/Dreamcast) 

Incredibly In-depth city racer based In 
painstakingly reproduced areas of 
London, San Francisco and Tokyo. 
Players compete In a variety of races 
and challenges where driving stylishly 
(Le. pulling outrageous powerslides 
and making dangerous overtaking 
manoeuvres) rewards you with as 
many points as actually finishing first 
A tantalising glimpse at how driving 
games will use photo-realistic 
locations In the future. 


stuntman 

(Reflections/2002/PS2) 

Innovative stunt slm from the 
makers of Driver. Stunts on five 
different types of Hollywood film 
have to be completed In 
conjunction with strict Instructions 
- it’s driving game meets rhythm 
action! Success In the movies leads 
to a stunt show side-game where 
you can create your own death- 
defying jump challenges. Handling 
and car smash physics are 
obsessively accurate, making this 
auto erotica for crash fetishists. 




this j un ' i * a ' ism - free su ‘^ e "^i lved tiny 

cars speeding around labiynthine circuits, often squeezed onto a single screen, though sadfy now m '.f '*jf hiiaritv 

out-modetf, this was one of the original, most entertaining racing game styles and it put the focus firmly on multiplayer hilarity. 


SPRINT 

(Atari/Kee Games/1976-86/Arcade) 
The famous top-down, multiplayer 
racing series began with Sprint 2 In 
1976 and Sprint 8 In 1977 (the 
numbers refer to the amount of 
players supported). The original 
features basic black and white 
graphics, single-screen circuits and oil 
slick hazards. The best version though, 
Is 1986's Super Sprint with Its crisp 
colour track designs, shortcuts, ramps 
and upgradeable cars. 


IVAN ‘IRONMAN’ 
STEWARTS 
SUPER OFF ROAD 

(Leland/1989/Arcade/Amiga) 

This cult racer, released at the height 
of the mld-Eighties Sprint obsession, 
features tough little trucks rather than 
cars, and the muddy courses throw 
everything at the four mini off-roaders, 
from ramps and dips, to fiendish 
water hazards and speed bumps. As 
In Super Sprint players can buy 
power-ups for their vehicles between 
races. There simply aren’t enough 
officially endorsed mlnl-offroad 
trucking games out there anymore. 


MICRO MACHINES 

(Codemasters/1991-present day/NES, 
Master System/PC/Mega Drive/PSone) 
Codemasters’ Inspired exploitation of 
Galoob's tiny car toys features 


Imaginative household courses (tables, 
gardens, baths, etc), fast, responsive 
vehicles and a unique gameplay system 
- based more around staying on the 
track longer than anyone else, rather 
than just crossing the finishing line first 
The huge success of the series briefly 
Inspired a rush of similar cartoon racers, 
but none could replicate the winning 
formula of comedy and real gameplay 
challenge. A PS2 rendition Is currently In 
development courtesy of Infogrames 
and this new version Is set to take the 
series Into true 3D. 


MEN AT WORK I fj # TTT 71 

sreat CM stunt bike game K 
Start II featured a compelling 
circuit construction kit, a 
Car Racer. More rt 
titles V-Rally 2 

k the concept Into 3 
PS2 WipEout clone G-Si 
entirely based around a p 
;dltlng tool. If only a 
jlln McRae title would c 
k editing g< 
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designers impressively eany at Atari It took others a bit lone * me videogame target audience) stn 

racer Mad Crasher ilftM^catchii^onft^t'ltereare 
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SPACE RACE 

" A Jr 


SPACE RACE 

(Atari/1973/Arcade) 

Atari’s follow-up to the 
ground-breaking Pong 
was this very simple 
proto-driving game 
which has players 
guiding space craft 
toward the top of the 
screen while avoiding 
asteroids - a task 
made slightly more 
challenging by the 
lack of left or right 
movement. Once the 
ship reaches the top of 
the screen you start 

with another at the bottom and high scores are based 
on how many are piloted to safety within the time 
limit Surprisingly, the early omens for the racing 
genre were not good. Neither this title, nor Atari’s first 
proper car driving game Gran 7h ak 10 (1974) were 
enormously successful. Fortunately, the company 
persisted against idiot 70s gamers and did much 
better with the eight-player Sprint forerunner Indy 800 
in 1975. Some also see Space Race as a thematic 
predecessor to Konami’s 1981 ‘classic’ Frogger, which 
shares the same ‘cross the screen safely 1 gameplay. 
But with alligators and cars rather than asteroids. 


STUNT CAR RACER 

(MicroSty1e/1989/Amiga/PC/C64/Spectrum) 

Okay, this Geoff Crammond classic (another one!) Isn’t 
strictly futuristic, but the surreal rollercoaster tracks, 
complete with terrifying ramps, stomach-assaulting 
drops and twisty banking comers are clearly not of 
this world. Drag race-style cars, complete with V8 
engines and nitro boosters, race over a series of eight 
circuits, divided into four divisions. Your goal In 
single-player mode is to get from the bottom of div. 
four to, yes, the top of dlv. one It’s a demanding and 
violently competitive endeavour with veering or being 
shunted, off the track (no glriy safety barriers here) a 
constant threat The 3D visuals are sparse but effective 
and the first-person view makes the swooping circuits 
even more thrilling Stunt Car Racer, then, is vttally 
important as both a visual and gameplay innovator. 


F-ZERO 

(Nintendo/1990/SNES) 

Nintendo's game design don Shigiru Miyamoto spent 
a few months away from moustachioed plumber 
Mario to create this SNES legend. Making stunning 
use of the 16-bit console’s Mode 7 technology - a 
graphics chip allowing backgrounds to be rotated in a 
sem!-3D style - the title offers tight tuned gameplay 
across a variety of psychedelic sci-fi circuits. Updating 
the old oil spill hazards of the Sprint series, Miyamoto 
offers some fiendish traps including land mines and 
magnets. The use of different vehicles with their own 
strengths and weaknesses, and gameplay based 
around progressively more difficult championships, 
clearly inspired Super Mario Kart among many others. 


It started earlier than you think. The first driving and 
shooting game was Atari’s 1976 four-player gangster 
title Cops ‘n Robbers (1) in which gamers took on 
either role in a simplistic ‘Pong with bullets’ type affair. 
More influential, though, was Spy Hunter (2). Game 
designer George Gomez combined the overhead view 
driving game with the Space Invader s-style 2D shoot- 
'em-up for this 1983 smash. Immediately, driving tactics 
became broader, with gamers tested not only on 
handling but also on their ability to quickly select the 
correct weapons and to fire them accurately. Later, 
gameplay balance was made even more complex with 
the Introduction of shields courtesy of Atari’s 
groundbreaking 3D sci-fi racer S.T.U.N Runner (3) 

(which also introduced speed boost areas on the track. 
Incidentally). The genre eventually cross-bred with the 
first-person-shooter to create the arena-based blasting 
action of TVWsted Metal (4) and Vigilante 8. Here, 
gameplay has shifted entirely toward weaponry with 
the driving element becoming less and less important. 


WIPEOUT 

(SCEE/1995-preserrt day/PSone/PS2) 

The first in this stylish hove rear series was created 
by Liverpool developer Psygnosls and, as a PSone 
launch title in the UK, was a key reason for the 
huge success of the machine in the west The game 
mixes Blade Runner settings, cool presentation by 
trendy design outfit Designers Republic and 
massive dance tunes over a gut-wrenchlngly fast 
and challenging racer. Original designer Nick 
Burcombe drew Influence from 1988 Amiga racer 
PowerDrome which also features 3D jet craft racing 
(and probably Atari’s 1989 coln-op S.T.UN Runner). 
However, WipEout has become a benchmark in its 
own right and the game’s weapons, speed boost 
chevrons and iconic styling have found their way 
into dozens of wannabes, most obviously Acclaim’s 
Extwme-G series The hardcore challenge provided 
by WipEout has yet to be equalled, though, and PS2 
incarnation WipEout Fusion is the best yet 
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From snow sleds to eighteen 
wheel juggernauts, these are 
the racers that refuse to stick 
to your standard automobile. 


»96 SSX TRICKY 


EA gets jlggy with the Pepsi Max generation In this groovy 
snowboard race and stunt test. 


It's EA again, this time resurrecting it's PSone snow sled 
racer with funky new gameplay and visuals 


P100 ARCTIC THUNDER 

P 100 18 WHEELER 

> 101 M070 GP 2 

P 102 FREEKSTYLE 


Sega’s gotta great big convoy rockin' thru the night! Rarp! 
Parp! (mat's the sound of the hom, by the way). 


The most in-depth superbike simulation you can buy, 
courtesy of Namco. 


The same stable that gave us SSX Tricky now delivers this 
extreme slice of motorcross madness 


P 104 LE TOUR DE FRANCE 


Button-bashing peddle-'em-up. Almost as hard on the 
fingers as the real thing is on the legs 


Motorcross sim starring ‘world famous’ Ricky Carmichael. 


P 105 MX 2002 
P 105 SPLASHDOWN 


PS2s best water-based racer splashes In for review. 



SSX TRICKS 


Did you feel that SSX just wasn't tricky enough? Fear not, because 
here’s its even trickier half-brother. It’s stunt-ageddon! 


Publisher: EA Sports ‘BIG’ Developer: EA Sports (Canada) 
j’rice: £39.99 Players: 1-2 Out Now 

__ ne of the fundamental functions for a 
J videogame is to put the player in a situation 
that we’d never ordinarily expect to be in - 
playing for England against Germany in Pro Evolution 
Soccer, for example - or to sample the thrill of 
something which, back in harsh reality, we wouldn’t (or 
couldn’t) do even if a cocked gun was pointing at our 
heads. Stunt snowboarding is one such activity. And 
SSX THcky offers bone-crunching excitement in spades. 

The original SSX was a sleeper smash amid a clutch of 
underwhelming launch titles, uniting high-speed racing and 
irresponsible trick-based showboating In one graphically 
lavish package. It was fresh, exhilarating and gloriously 
realised. However, when news of an update first emerged a 
cynical sigh was difficult to suppress. We needn't have 
worried. SSX s soul has survived. For fans, It’s packed with 
new features, while newcomers are in for a wild ride. 

SSXs premise is of an international contest held at a 
variety of venues. Most of SSX Tricky s tracks are the same 
the first game, but this time theyVe been tweaked to 
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accommodate a more free-spirited approach - short cuts 
are more numerous, while tighter physics lead to wilder 
trickery Including upside-down rall-rldes. 

The most progressive change to environment design Is 
the way the Race and Showoff versions of the same track 
are different; geared respectively towards either flat-out 
boosting or grinding and flipping This might sound like a 
minor Improvement but It makes a big difference. Although 
the original SSX tracks were superbly designed, many of 
them dldnt freely translate from racing to trlck-styllng now 
It really Is like playing two games In one. 

Another positive change Is In the character design and 
Interaction. Last time around, we had the standard 
stereotypes: bimbo, jock, hlppy-chlck, Brit.. Now, although 
we’re hardly talking Dostoyevsky, there’s a little more variety 
and depth. In addition to returning favourites Moby, Ellse, I 
Mac and JP, new ’boarders Include body-popping afro-guy 
Eddie, slinky seflorlta Marlsol, creepy philosophy-quoting a 
Zen dude Brodl and Psymon the psycho. This time, 
personalities have been fleshed out with biographies and 
t e much-trumpeted celebrity voice-overs (Lucy Uu, Billy 
Zane, Macy Gray, David Arquette) are cool, with each 
character boasting unique cheers, jeers, goads and taunts. 



MU mart 

“It’s Moby bafcy, yeah!” Bursting 
30m those snowflakes with SSX’s 

loudmouthed Brit bruiser. 


ONCE ITLUR5 RLL HbLDSRCLIND HERE." 




N 


1. snowaroam Elysium Alps , ... .. 

The astonishing leaps across the The Irritating sheets of glass In Th, ^, ab ? nca 4. Meraurv citv M.oa . 

main run towards the end of the the half-pipe towards the end ! r3Ck now be # ns lmpro£m7nXSl'T u i ?: Tokyo Megaplex 6. Aloha Ice Jam 

course have been rendered even arc now lowered, with gaps In o I Mrt d k V nds ils way urban chasc^bSt there’s a rn« S Th ° ° riginal Eame ' s weakesl Mewl/ add< d to the Showoff 

more spectacular, with giant the obstacles making them underemnnriT ^P'" 8 decp through an effluent dIm bas had a massive circuit, opportunities tor big air 

mftatab e snowmen to burst If much less of a pain to negotiate. opportunSor orinH" 8 a '? plc adde(J neanhe end. Try fo a network of are rafe here ’ 50 make ^ Vnost 

you sail far enough. pponunlty for grind combos. loop the loop. ^ ^ ies ancl ral,s now crisscross of a lengthy rail-slide all the way 


flumes and rails now crisscross 
the main run, adding more 
variety. Arlgato! 


of a lengthy rall-sll 
to the finish line. 


There’s now a whole new dynamic based around 
character rivalry. As you progress through the World Circuit 
all those sneaky shoves and shunts and forced wipeouts 
are logged and then translated Into a pre-race breakdown 
of buddies, neutrals and rivals. While buddies pass with a 
blast of encouragement, rivals will be out to body-check 
you Into the snow from the off. There are even post-race 


//While buddies pass with a blast 
of encouragement, rivals will 
bodycheck you from the off// 


cut-scenes which emphasise the feuds, where Moby gets to 
use the words ‘cack’ and 'bollocks'. It’s so naughtyl Shame 
Jurgen hasn’t survived for a fruity Brit-German square-off. 

SNOW WORRIES 

To reassure any SSX dlehands fearing the worst, the basic 
essence of the game has barely changed. The action Is 
still fixed around a cycle of tricks equals boost equals 
better tricks equals more boost'. After honing your skills In 
Practice mode, the main single-player game means taking 
a Novice character through the two branches of World 
Circuit mode: Race and Showoff. You open up new tracks 
and get a chance to beef up those stats by placing first, 


second or third in Race mode and by achieving medal- 
winning point scores in Showoff. 

The balance Is perfect - as you and your rider's skill 
Improves, the game unlocks trickier tracks and tougher 
Showoff challenges. As well as the overhauled original SSX 
venues, there are two new runs: Garibaldi, a steep, 
downhill track with plenty of big air for beginners to 

practice tricks; and at the 
other end of the scale, 
Alaska, an Insanely difficult 
blend of vertical Ice-walls, 
moguls, blind curves, 
multiple mlnl-humps and 
a final leap Into a heart¬ 
stopping void that leads to the biggest of big air. 

The developer has also tinkered with the trick system, 
transforming the game Into a festival of mum-trickery. The 
word Trick/ Is now spelt out at the top of the boost 
meter. Pull off enough stunts to max-out the meter, and 
Run DMC suggests that ‘It's tricky to rock a rhyme., that’s 
right on time... ITS TRICKY!* You’ll now have 20 seconds to 
perform an air-hungry Ober-trlck by timing a grab with a 
tweak of © Your boarder now does something utterly 
unfeasible and a letter of Trick/ turns red - yo u're tbe n 
invited to try a different Ober-trlck Succeed In lighting all 


rumoured super-Ober trick Infinite boost gives you a 
massive advantage in races, If you feel like taking the risk 
of so much tricking around during a speed run; when 
Gber-tricks are combined with spins and standard tricks, 
the capacity for gigantic point-scoring In Showoff mode 
Is absolutely huge 

Niggles are minor. Even frame rate freaks will find little 
to criticise - despite the extra detail and more complex 
content there are far fewer incidents of slowdown here 
than in the original game. Control-wise It’d be useful to be 
able to cancel tricks which start to look doomed, in the 
way moves can be cancelled In some of the later Street 
Fighter games, but there's not much else wrong 

SSX Tricky cant be classed as a stand-alone sequel 
and EA has never touted It as such. But the developer has 
polished SSX in practically every area, managing to 
achieve the near-impossible task of pleasing both fans 
and newcomers alike. Ober, Indeed. ■ Andy Lowe 


Why we d buy It 

Why we d leave it 
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POSITION 


POSITION 


When they say these sleds 
go like rockets, they ain't 
kidding. Unless he's just 
eaten a Tandoori that is... 


TRRCK 

LI5TING 


Sled Storm boasts some amazing leaps of 
faith. Here are our top five. 


6. TVvinn Peaks 

The peak ol seat of the pants sled raclne 
Vertigo-Inducing rises and drops, coupled with 
some very tricky short cuts. 


4. Beast From The East 

'jtA hi Hong Kong, this lias plenty of 
opportunities for big air and sightseeing with 
some ill Jumps and sliort cuts. 


7. Black Diamond 

Bonus track with a deceptively sedate look that 
reveals Itself to be riddled with vicious turns 
and undulating terrain, 


1. Cedar Canyon 

A (relatively) easy intro to the world of Sled 
Storm and probably the most natural 
environment you'll race through. 


2. Bermuda Borg 

A track cut from glacial Ice, the lack of friction 
Is a big problem on turns. Save time with a 
short cut over a capsized liner. 


3. Polarfcst 

This tricky course Is set In a mad winter 
wonderland complete with haunted house, ferii'. 
wheel anti big, big top finish line. 


5. Rumble Ridge 

This Argentina-based volcanic odyssey comes 
with more short cuts per square metre than any 
other track. 
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Perfect balance in S/ed 
Storm is an art in itself. 
Especially when a so- 
called friend' is trying 
to nudge you off. 


After the masterful SSX and even better SSX Tricky, EABIG notchesup yet another deliriously enjoyable 
_____ rhn kociiH-? it ran nnfv be Insanity 4 - Reality u. 


Publisher: EA Sports 'BIG' Developer: EA Canada 
Price £39.99 Players: 1-2 Out. Now 

efore extreme really became EXTREME! EA 
P released an enjoyable if unremarkable PSone 
U Skidoo racer called Sled Storm, tethered to 
quaint old notions like realistic sled design. Now Sled 
Storm is reborn and it’s an all-singing, all-dancing 
thrill fest. The game is closer to the SSX titles than its 
other ‘BIG’ brethren and it shows from the moment 
you fire the sucker up and a blast of nu-metal rattles 
the speakers. 

Sled Storm gives you Single Race options of Quick 
Race, Time Thai and Free Ride, and a Championship mode 
through which you gain access to the six main (and one 
bonus) tracks, enhanced sleds and new riders. Theres a so 
multiplayer action and a novel Rival Challenge mode, e 
courses are designed with velocity, tricks and rule bending 
In mind (see Thick Listing). Locations vary from the volcanic 
Rumble Ridge to the unhinged theme park setting o 
Polarfest and although there are only seven tracks 10 
unlock, their design Is such that you're unlikely to fee s o 
changed - there are so many short cuts In the game. 

However, with short cuts come risks and not all of 
them are worth the effort required to catch them l us 8 
Indeed, when even the short cuts have short cuts, so n 
out the wheat from the chaff can be a real challenge s 
a tough chore when you're astride Satan's own roc e 


•ed hell wagon 
aching terminal 
ty midway round The 
From The East. 

Title trick-pulling Is a 
e here, unlike SSX 
It's not a big focus of the game. Tricks are confined 
mblnatlon presses of the shoulder buttons and given 
eight of sled versus board, you find out pretty quickly 
>ne or two tricks per )ump are the most you can 
T to pull But If the trick selection and opportunities 
hU ge, the benefits of pulling off a 360' spin certainty 
•ack up the tricks or hit stray track-side objects and 
AH up your 'Storm MeteF. When this has Hfe InJt you 

liTbyfarthe^mc^t^dHfiig aspedofS/ed Storm Is the 

you will part company with your sledlaMot 
y . vn*,,,hot Hnwever even when It does happen 


//It’s a tough chore when you’re 
astride Satan’s own rocket- 
powered hell wagon// 


race environments are as challenging as your opponents. 

On the whole, the game’s frame rate keeps pace with 
Its own headlong ambitions. And animation, from clouds of 
exhaust-thrown slush to the riders getting buffeted by 
rough terrain, Is executed well throughout Add a fiat rock 
soundtrack and a pair of unhinged commentators and 
Sled Storm Is everything weVe come to expect from the 
•BIG' lable In terms of quality, style and sheer entertainment 

Is It original? No Is It a groundbreaking extreme sports 
evolution? Again, no. But Is It one of the finest racing titles 
available on PS2 and worth Inclusion In any fans 
collection? Bingo. ■ Paul Fitzpatrick 




















































^ARCTIC THUNDER/18 WHEELER 
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RRCTIC THUNDER 


fllorpf<6 , snow ’ need to use your brakes.. 
In Midway's latest ancade-fest the 


See what we did there?! 




“I said left at the 
lights. LeftT 






Publisher Midway Developer Midway/lnland Productions 
Price: £39.99 Players M Out Now 

retie Thunder is just about the best fun you can 

R have in the arcades right now. it’s Midway 
racing in excelsis - ludicrous speeds, daft 
power-ups, sneaky short cuts and intense multiplayer 
action. Inland was handed the task of porting it to the 
PS2 and it’s chosen to recreate the arcade experience 
frame for frame. Surely success is assured? 

Except on first glance, Arctic Thunder looks a bit shoddy. 
Sure, all the courses you recognise are In there, but the 
animation Is faltering and textures break up all over the 
place. WeVe been told countless times that the Internal 
technology of PS2 Is just as powerful as coln-op machines 
so visually, this has to go down as a huge disappointment 
Luckily, as soon as you start to play the game, 
graphical concerns can be put to the back of your mind. 


it's SSX Vicky 
meets Sled Storm 

Ante Thunder moves so last that you harfly “ 
struggle to push polygons Luridly-coloured power-ups litter 
the screen and In your struggle to greedily gattwi * ™ ny 
of them as possible, there's no time to admire the view 
With eight riders In each race, all firing snow bombs at 
each other simultaneously, things do get messy. This Is one 
of those gloriously basic racers where scenery Is there for 
you to smash through rather than to provide an obstacle to 
rapid progress Brake? \bu wont even need to take your 
finger off the accelerator. This Is not to say that Arctic 
Thunder Is easy. Collecting the right power-up at the right 
time Is crucial, as Is shaving off vital tenths of a second by 
discovering a new short cut or boosting on to a high ridge 
to access the devastating super attack Furthermore, the Al 
riders are ruthless and any success Is always earned. 

There’s more depth to Arctic Thunder than to most 
arcade conversions of Its Ilk A total of 12 courses display 
commendable variety while an Intelligent game structure 



L 


Jz that your local sames arcade needn't rebrand Itself 
as^trendy vL bar Just yet. Nevertheless, this Is another 
winning package ol Instant coln-op thrlte from the ever- 
rellable Midway coln-op stable. ■ Sam Richards 


Why we’d buy it 

-Dads of great 

multiple-route courses 
-Those sleds donl hall shift 

Why we’d leave it [gam 

-Ropey graphics |T#| M 

- Not quite as satisfying as M 

the arcade game J 
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You can take the game out of the arcade, but you can’t take the arcade out of the game. Or something... 




Publisher: Acclaim Developer: Sega/Acclaim Cheltenham 
JYice-. £39.99 Players: 1-2 Out: Now ^ 

r I ■ n 0U C0U ^ c *° *‘ s ^ ea * w ft* 10lrt a second thought 
4 back in the arcades. Offered Sega’s impression 
l j of American trucking wrapped up in a shiny 
red cabinet with a massive steering wheel and crystal 
clear visuals, how could you possibly refuse? Up in the 
cab of your 18-wheeled steel beast, you felt like a 
bearded, Yorkie-eating god 

And now you can try and recapture that feeling by 
racing big trucks from the comfort of your own home. 
Perhaps racing Isn’t the right word though, because while 
you're fighting against the clock and a rival trucker, there’s 
no real sensation of speed. Big trucks accelerate slowly, 
steer clumsily and struggle up even the shallowest Incline. 

PlayStatlon.2 SPECIAL EDITION: RACING GAMES 


Still, when you do get up to speed, your momentum means 
chaos - ITs slo-mo destruction wrought by poor brakes, 
heavy steering and the Inevitability of hitting passing cars. 

Aside from the enjoyable two-player Versus game, there 
are three separate modes. The first Is the straight arcade 
game which has you hauling different deliveries through 
four separate stages across America. The second, where 
bonuses are scored for crushing the right kind of car, sees 
your truck flying around one of four circuits In an attempt to 
beat Its own record. The third Is perhaps the strongest and 
Involves you parking your truck against the clock Odd that 
a racing game’s finest moment Is the bit where you try 
really hard to slow down. Somethings wrong 

The problem Is that, although Sega design great arcade 
games land 18 Wheeler Is a great arcade game) that’s 
exactly where something this Insubstantial belongs: the 


arcade. It needs the cabinet, the horn, the overstated » 
presence. Even with the support of a steering wheel the PS2 
version can't hope to match the arcade original. All the 
sensations are muted, there’s no performing to the crowd 
and Its much, much too short. Trading a pound for ten ■ 
minutes of show-off trucking Is one thing Buying It for forty 
quid Is something else altogether. ■ Ste Curran 


18 WHEELER 
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MOTO GP 2 

ua'iBif 



Publisher: SCEE Developer: Namco 
Price: £39.99 Players.-1-2 Out Now 

r 1 he original Moto GP impressed racing fans 

| with its sharp graphics, its attention to detail, 
l _i and the realistic handling of the Simulation 
mode. Slick and superbly presented, Namco’s newly 
evolved Moto GP 2 should have righted the few 
wrongs of the original, but despite boasting 
arguably one of the best racing dynamics 
on PS2, you can’t help feeling that the 
developer has pulled up short once again. 

At first glance, Moto GP 2 looks almost 
Identical to Its predecessor. It boasts the same 
Arcade, Season, Time Trial, Versus (which Is 
disappointingly limited) and Challenge modes. And 
while the graphics have been Improved, It’s more 
of a makeover than plastic surgery. But 
thankfully, the sequel does address key 
criticisms, le There arent enough tracks’, 

There arent enough bikes’, and ’For 
Foggy’s sake, why can’t I race In the wet? 1 

Arcade mode should be the first 
stop. Choose ‘normal’ handling (with 
automatic transmission) and things dont 
get much more complicated than 
accelerate, brake, lean left and lean 
right. Pre-game settings also allow you to 


□Ed oi 1 1 


Not so much exciting 
bumper-tcebumper racing, 
but super-exhilarating 
back wheel-to-front 
wheel racing 


50 UJHRT ’5 NR l p 

niL 6 « 2," f " d GP 2 ,eatures new bits and 

r«n!L th raclne ex P erience ^ Wt more 

realistic and detailed. 


t PAUL RlCARD 


1. MORE TRACKS 

The original Moto CP only featured five licensed tracks. 
Moto CP 2 adds five more (Catalunya, Assen, Le Mans, 
Mugello, Sachsenring). 


fTlOTD GP 5 


Namco’s super slick two-wheel racing thriller returns with a m issi o n 
to put the Aha! back into Yamaha. 



2. MORE BIKES 

An initial choice of bikes includes the Suzuki RGV-L Honda 
NSR500, Honda NSR500V and Yamaha YZR500. Proton 
KR3 and Pulse machines are also available, while extra 
powerful bikes can be unlocked with extended play. 


3. WET RACING 

One of the criticisms that has been levelled at Namco 
racers is that their landscapes are always nice and sunny. 
Moto GP 2 counters this charge with an excellent -wef 
option, affecting handling vision and racing strategy. 


w can be tight as the procession of 

500 cc machines snakes around the 
track, gliding through sweeping bends// 


tweak the performance of your chosen two¬ 
wheeler. \t>u can adjust the gear ratio (Increasing 
the bike’s top speed but affecting the acceleration) or 
Its handling (trading off response for stabllltyl. 
Acceleration, braking and tyre settings can also be 
bravely fiddled with, while extra bikes can be unlocked as 

V ° U Beyond the versatile Arcade mode, Moto GP 2 courts 
longevity with a further five areas of gameplay. 1116 Season 
option, for example, challenges you to qualify ancI race 
against 20 other riders In a ten-track championship. While 
legend tests your racing prowess against - go on. guess. 

that’s right! - legendary bikers 

Out on the circuits the action is fast and intense 
demanding constant concentration Space can be tight as 
the procession of 500cc machines snakes 


the courses knowing where to brake ai 
be able to compete with ttg§gg|§ 
racing easier and more enjoyable for the r> 

Simulation mode has a learning curve that you need a 
rope to climb - the bike squirms under full acceleration, 
flips out If you over-rev on a tight comer, or slips straight 
out from under you If you touch the grass during a turn 
But that’s what motorbikes are all about and, ultimately, 
this Is a great no frills racing game ■ Dean Evans 



This Is what happens If 
you don’t pay attention. 
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Go on, we’ll let you 
jnake your own 
'ring of fire’ joke. 


lg of fire’ joke. 


Performing stunts and 
«' stunt combos earns 
■ ’ ‘valuable’ speed boosts. 


I’re in first! But wait 
lliat computer biker 
suddenly come and 
plbyou at the post 


A freekish design oversight sullies an otherwise stylish bout of motorcross madness. 

Something else to be celebrated that cant be 
represented by the screens is the way the bike handles. 

Okay, we've never actually balled off a motocross bike from 
712 feet and landed teeth-first on a rock, but after feeling 
the way the Dual Shock 2 s vlbro function whirrs and thuds 
when you do It In-game, we've got a good Idea. Similarly, 
the sensation given by different surfaces and how this 
affects speed and control Is spot on, with worn, rutted parts 
of the courses causing a loss of grip and power. 

But now we must put the boot la 
In order to gain the upper hand on your opponents, 
speed boosts can be obtained by performing tricks and 
combos. Without boosts races cant be won and you wont 
progress or unlock new bikes or courses Clearty, It takes 
while for you to get good at tricks and In turn lyoud 
imagine) It takes a while before you start winrUng races 
But with the utmost frustration - and after your 20th go 
voulheallse this Isnt the case, ttu may be pulling all die 
best tricks and boosting yourself all around ^ but 
you'll still only manage to achieve 
y Like rubbing petroleum-infected mud Into an already 


//Put 'mg’ on the end of any word, 
then follow it with ‘hell’. They 
were all uttered at this game// ^ 


complete) and made up of three laps and you might 
understand how this can become a recurring nightmare 
very quickly - and where the Inclination to swear profusely 
at the top of your voice arises 

It would also help If Freekstyle didn't make you feel like 
the other riders were cheating - an unforgivable design 
flaw. It’s soul-destroying when, after hours of coming last 
carefully developing your trick skills and then suddenly 
finding yourself In first on the last straight that a bike 
should come from nowhere and pip you on the line. 

When you eventually do win. It’s usually just by some 
fluke or by discovering a short cut By this stage you’ll see 
Freekstyle In a different light the positive parts paling Into 
Insignificance. EA said It would never allow a substandard 
game to sully the BIG brand. It was lying 


Publisher: EA Sports BIG Developer: Page 44 
Price: £39.99 Players: 1-2 Out Now 

oil can only hope that real-life motocross 
riders get more career satisfaction than we did 
when playing Freekstyle. What looks from the 
exterior to be a thrilling, lightning-paced SSX on bikes 
is in fact a very troubled game. One that has the ability 
to inspire rage like no other and cause the invention of 
many new swear words. Believe us, if you can put 'ing' 
on the end of a word and then follow it with 'hell', it 
was uttered with biting venom while we were playing 
Check out the screenshots. Looks great doesn't It? Well 
hold that memory In your head and cherish It, because 
presentation Is Freekstyle 's strongest point. The courses look 
suitably dirty (read 'gnarly 1 ), the track locations have been 
Imaginatively designed and the trick animations are smooth 
and distinctive. Racing Is replete with plenty of that 'Ooh, 
that’s quite cool' factor, like when mud that's kicked up by 
spinning bike wheels 
spr.iv- 
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HHH.FREHKDUT! 


The ultimate speed boost 


Tricks are pulled by using 
combinations of the 
shoulder buttons. 


1 _ 

4. When you land, you have a period of motion 
blurred zen and everything goes tunnel-shaped 
and dreamy. It won’t always win you races but it 
does look very impressive. 


1. Build up your Freak Out meter by pulling 
tricks |The meter is the red bar on the bottom 
left of the screen). 


3. Find a ramp (not always as easy as It sounds) 
and pull off the four-button Freak Out trick. 


2. When It’s full, the Freekstyle logo will start 
pulsating and a noise will Indicate that you're 
ready to Freak Out. 







































can Improve some of his 


2. Training your little bicycle racer — - , 

abilities - although It’ll leave him injured and less efficient for 
the next race. 


Tour de France 


3. If you're really swimming In cash, you can upgrade the bike 
itself. You start off with a clunker, but soon end up with a sleek 
fibreglass wonder. 


4 # LE TOUR DE FRANCE 
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you’ "providing yoi r° go°d enough, that Is. 
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Tour de Ff?. nce 
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Ramming other 
cyclists is not 
encouraged. This isn’t 
Road Rash, you know. 
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LE TOUR DE FRANCE 


Every thrill and spill of push bike racing across ‘gay Francais’ 
recreated for your delectation. Hmm... 


Publisher: Konaml Developer: KCE OSA 
Price £39.99 Players.-1*2 Out Now 

O utraged parents and Daily Mail readers have 
been banging on about the line between 
games and reality blurring dangerously for 
years now, and anyone in their right mind has ignored 
them. But wandering a submerged landscape and 
playing extreme sports with an amphibious youth (FFXj 
is one thing as is pretending to be a mulleted secret 
agent with a penchant for grey bodystockings (MGS2). 
But cycling? You cant get more earthly than that And 
anyone who’d forsake a pleasant bike ride in the 
country for its awkward virtual equivalent really should 
visit a doctor soon. 

Let’s face It Le Tour has the cards stacked against it 
from the beginning By their very nature, bikes lack the 
appeal of fast cars, and out of all this summer's major 
sporting tournaments, Le Tour De France Is the least hyped 
In the UK. Its a shame, as Le Tour Is arguably the toughest 
challenge In sport and the game Itself Is genuinely 
Innovative within the racing genre. Cars don’t get tired, but 
the bloke who’s dragging a few kilos of alumlnlum-on- 
wheels around the French countryside really suffers. 

Hence, you cant win a race by maintaining top speed 
and hoping your brakes are up to the job on sudden 
comers, as you need to conserve energy for when It really 


matters. A finite supply of water provides partial recovery 
should your stamina drop too low, but fall to manage It 
well and you’ll grind to a halt, puffing and panting like a fat 
man rather too enthusiastically reading Playboy. Also key to 
being a successful Tourer Is a fine understanding of your 
bicycle - you cant hurtle around a sharp comer at top 
speed, so Instead you need to predict the braking distance 
several seconds before. Get It wrong and you’ll hit the wall 
and tumble off, which raises your biker's damage meter 
and looks really stupid. If he takes too many knocks, he’s 
out of the race 

Despite these strange nuances, speed remains the 
major factor Holding down ® provides a steady rate of 
pedalling and doesn't use too much energy. You can also 
freewheel [best done 

downhill as freewheeling RjOKM [ — 

uphill does not a winner //YOU Heed tO tap (5) BS fast BS 

i fell can, just like in all those old 
go for it you need to tap ® | ZX Spectrum sprinting games// 

as fast as you can, just like - 


In all those old ZX Spectrum sprinting games. It's In the 
last few metres from the finish line that races are won or 
lost as every biker suddenly goes full pelt after a hitherto 
relatively sedate contest so you need to ensure youVe got 
enough stamina left to support your last-ditch dash. Its an 
old-fashioned, somewhat clumsy, but strangely unique 


system and also a faithful recreation of real-world biking 
(apart from that fact that this game contains no exciting 
doping scandals of course). While It lacks the out-and-out 
coolness of your GT3s and Burnouts, It does make for a 
tactical and challenging racer 

Unfortunately, there’s nil points for presentation - 
options menus are an eyesore (check out ’I Want To Ride 
My Bicycle’ above), In-game graphics are basic at best, and 
sound Is confined to generic electro-beats and some 
pornographic panting Le Tour De France Is certainly a 
curio but It’s too rough around the edges to have anything 
but niche appeal. ■ Alec Meer 


LE TOUR DE FRANCE 
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mx 200 - 

featuring RICKU CRRmiCI 


offroad mud racing meets indoor supercross anrt 
freestyle trickery in -mo’s challenging bike fe<T 


MX 2002 FEATURING RICKV CARMICHAEL/SPIASHDOWN jC, 

raaaaif 


'"publisher: THQ Entertainment Developer: Pacific Coast Power and Light 
Price: £39.99 Players: 1-2 Out Now 


r i ou get the feeling there’s a rush 
Lj on to produce a franchise that 
i_j does for bikes what Gran 
Tlirismo did for cars: i.e. make a 
shedload of cash every other year. 
Namco’s had a bash with Moto GP 2 
and now the latest hopeful is MX 2002, 
which can cut it with the four-wheel 
massive thanks to wicked speed, 
implausible stunts and three different 
styles of play: Motocross, racing round 
gruelling undulating tracks; Supercross, 
the same, but raced in huge indoor 
arenas; and Freestyle, the show off 
element, which is the riders' chance to 
wow the crowds with tricks. 

To take part In both supercross and 
motocross competitions enter Exhibition 
mode. If you’re more Interested in the thrills 
of stunts, go for Freestyle. If you want the 
best of all three worlds then try the Career 
option which Invites you to create your own 
rider, before easing you Into the lower 
leagues with aspirations of mixing It with 
the big boys and gaining untold riches. 

Your career is played out over a racing 
calendar with a meeting every week to put 
your skills to the test Only by finishing In 
the top three of each race can you progress 
to the next meet. Luckily, for those who find 
themselves lying In the mud more often 
than flying through the air, there’s a tutorial 
to teach you some of the more cunning 
aspects of taming your motorised beast. 


Publisher Wogrames Developer Rainbow Studios Price £39.99 Players: 1-2 Out Now 


When It comes to water-based racers, it ain’t 
what you do, it’s the way you Sea-Doo it.. 


sea that normally only exists In postcards 
of some exotic Isle The depth of the water 
is carefully considered, alternating between 
the sandy shallows and the darker and 
deeper areas where rocks and weeds lie 
The fact the waves defy laws of science 
and roll at right angles to the shore is 
forgivable - youll be too ensconced In the 
lushness of It all to care 

Compare this to a muddy and 
featureless German river in the rain and 
you'll see where the designers' imaginations 
ran dry. When there Is no sense of depth to 
the water the effect Is somewhat diluted 
and the game loses Impact It rapidly 
becomes a case of accelerate, slow down, 
jump a ramp, land, finish. The buildings, 
trees, docks and boats you pass appear to 
have just been randomly dumped there by 
a bored town planner. 

Splashdown lacking the Imaginative 
excesses of, say, SSX offers little more than 
a racing game on water. While never less 
than enjoyable there are no original 
elements here to make the game a roaring 
deluge rather than just a slightly dangerous 
stream. ■ George Walter 


There’s plenty to master, including 
powerslides and speed boosts, plus you'll 
have to leam how to move the bike in mid¬ 
flight In order to land In the best position. 
The pace is undeniably fast and opponents 
provide a tough but fair challenge, falling off 
and spinning out just as much as you will. 
Tracks are detailed and sprawling full of hills, 
jumps, hairpin bends and mud Lots of mud. 

At times though, MX 2002 can be 
frustrating Your bike can cut through a 
muddy track with ease but stray onto grass 
and you'll go flying Also, while cornering 
the bike seems to glide rather than skid. 
Most blzamely. each time you hit the deck 
you’re put back In the race at full speed, 
one position behind where you were before. 
While this keeps the pace constant If MX 
2002 Is to be vaguely realistic It should 
ditch such arcade-lsms It’s only because 
the rest of the game logic Is so spot on 
that such Inconsistencies stand out like a 
sore thumb. ■ Ryan Butt 


oah! New gaming experience, ft 
II actually feels like your craft is 
buoyant You bob up and down 
with the same dynamics as you would 
when floating in real life. The handling of 
this Sea-Doo-’em-up is directly affected 
by waves and wake causing you to lose 
balance or speed and forcing you to 
adjust direction. This makes it necessary 
to ’work’ the Sea-Doo round courses 
rather than simply apply gas and steer 
This is Splashdown 

These fantastic water effect help 
disguise, at least for a while, gameplay that 
quickly become monotonous Because a 
three lap qualification Is necessary before 
each race (which Is also three laps), you 
can often do the same track up to 12 times 
before progressing to a new locatioa And 
sadly, the courses are nothing to write 
home about 

Water doesn't make a game In Itself - 
you need something to race through or 
around. Highlights include Maul and an 
Australian coral reef In these locations the 
whole experience adds up: clear blue sky. 
palm trees and that fluorescent aquamarine 


MX 2002 FEAIUWNG RICKY CARMCHAEL 


Why we’d buy it: 

-Top speed 

- Instantly accessible 

- Challenging hacks 


Why we’d leave it \Z— 

- Mediocre graphics WA 

- Rddty control system K 

- Vt>u cant tide over grass! 
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Wacky karting action with the cast of Hanna B 
classic motoring madness cartoon. 


P 108 STAR WARS: 

SUPER BOMBAD RACING 


Familiar Star Wars characters as youVe never seen them 
before. I.e. mlnlatursed and racing dlddy hovercraft! 

1 1 

More cartoon karting this time with Looney Tunes legends 
Daffy Duck, Bugs Bunny, Elmer Fudd and co. 


P 109 LEGO RACERS 2 


Build your kart then race It In this videogame outing for 
the popular Danish export No, the other one. 


ocal folk about Maim mBk __ 

THE SimPSONS:] 
RORD RRGE 

‘Crazy* driving with Homer, Bart and the other Springfield regulars. 



The clock’s ticking away as Groundskeeper Willy 
struggles to destroy enough newspaper boxes. 



A helpful finger, glowing rings... Is this where we sav ‘It’s 
bloody Crazy TaxHl’7 Yes it is. y 


Publisher: EA Developer: Radical Entertainment 
Price: £39.99 Players: 1-2 Out Now 


kay, let’s get rt out of the way. Road Rage, for 

1 all intents and purposes, is Crazy Taxi. You 
l ** hurtle around cartoon 3D environments 
earning a living as a cabbie in a fashion that’s nigh on 
inseparable from the classic Sega title. From the top- 
of-screen hand icon pointing you in the right direction 
to the luminous rings highlighting potential fares, the 
game’s a barefaced rip-off. 

So zero for originality, EA But with characters from one 
of the finest TV show ever - ably complemented by a fine 
Idea for a game under the bonnet - The Simpsons: Road 
Rage turns out to be a frantic and often amusing slice of 
arcade fun. At the very least, It's an enormous 
Improvement on PSone's deplorably cynical cash-ln The 
Simpsons Wrestling. 

Road Rage mode Is the main body of the game. Here 
you select your favourite character from the likes of Homer, 
Apu, Barney and Krusty the clown, then speed through the 
various districts of Springfield picking up fares and taking 
passengers to their desired destination within a set time. J 
Rack up enough cash and you gain a reward: either one of 
the six different starting locations or a new driver and 
vehicle. Reverend Lovejoy’s Book Burning mobile, even If It 
does handle like a carthorse, stands out as one of the 
funniest In the entire Springfield line-up. 

Bolstering the main game Is a lively Mission mode, ^ 
which gives you 20 different tasks to complete (mainly j 
involving the trashing of public and private property). The 1 
Two-player mode Is great, too. The aim here Is to be the j 
rst to earn a big fat wad of dough by Initially fighting It out 
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pnpN pbout town 

Homer’s grand tour of Springfield. 

° 


WACKY RACES STARRING DASTARDLY AND MUTLEY jQ 

K&UBit 


UJRCKU RRCE5 

STRRRING DRSTRRDLy RND TTlUTLEy 

^jgccartoon racing with more hidden weapons than Iraq. 


i as you burn through the mean streets of Springfield, you'll 
see a collection of familiar landmarks, but now In glorious 3D. 
Ever wondered how to get from the Simpsons’ home to the 
Kwlk-E-Mart? Through a plate glass window, of course. 


2. Ah, has there ever been a higher seat of learning than 
Springfield Elementary school? Well, yes, actually. Whizz 
through the main corridor and you'll find Groundskeeper 
Willy’s hut. Make the fiery Scot's day by ploughing right 
through It Ochl 


3. Passing over the Springfield dam, scene of many a famous 
encounter. Bad driving can pitch you Into the drink and lose 
you valuable time here. Fortunately, Mr Plow can use his four- 
wheel drive to scale the face of the dam. What’s my name? It’s 
Mr Plowl 


aios 


to pick up a fare, then making a dash for the destination 
without having the other player pinch your ride by 
smashing Into you. Simpsons aficionados will love the face 
off between ‘Plow King 1 and ‘Mr Plow 1 . 

While the front end Is all very nice, for a game where 
speed Is the key, the length of time It takes to load a level 
and get on the road is enough to tax the dlddly patience of 
even Ned Flanders. The lack of a quick replay option Is also 
particularly frustrating. 

Get the green light and every passenger Indulges in 
small talk when you first pick them up. Ralph Wlggum 
chatting about eating his earwax cant help but raise a 
smirk but there are only so many times you can listen to 
Homer chanting "USA! USA!” before you feel compelled to 
ram his supply of doughnuts right up his shiny yellow butt. 

But when all’s said and done, all you’re really left with 
Is a Crazy Taxi for Simpsons fans. It’s good, It’s fun, but It’s 
also verging on the litigious And that laughing sound you 
hear? That’s Matt Greening quietly chuckling as he counts 
his royalties In the back seat. ■ Nick Ellis 


THE SIMPSONS: ROAD RAGE 


Why we'd leave it I 

Too similar to Cra/y \M\ 

Taxi to offer any new > 

gameplay dements | _ 


-Top Two-player mode - Too similar lo Dtw 

■ In |>l.IV .IS Will t. . " 
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r i isually at least Infogrames has done a very 
iJ good job of approximating the crazy, brash 
l J cartoon world of Wacky Races. Just look at the 
expressionistic use of colour and shape. Clouds are 
blank white fluff, houses, trees and even the vehicles 
themselves are twisted and distorted impressions of 
what houses and trees and cars would look like on 
mind-altering chemicals. It looks ace. 

The epic game structure Is impressive too. Arcade mode 
offers the usual single race and time trial options, but the 
main Adventure mode has you competing In a huge 
number of challenges all split Into various themes, and then 
split again into different races and sub-challenges For each 
race you win there’s a gold star and as you collect more. 


they open up new a 


is and new challenges 


The circuits are mostly well-imagined and filled with 
great cartoon detail. The surreal, desolate desert landscapes 
of Wacky Races have been replicated perfectly, but the 
designers have added other themed environments based 
around snow, forests and a wobbly 
but a few. There are drawbridge* stomach-churning spirals 
ramps over-passes under-passes chicanes hidden 
Si alTmative routes - the seteen is cnttrttrted with 
activity. And wacky activity at that 


But Wacky Races doesn't play well at all When you have 
eight cars on screen, all throwing weapons at each other, 
skill can often become less important than luck - and this 
is the deadly sin of videogame design. Similarly, the track 
design has Just too many chinks In It designed to catch out 
drivers Lamp posts, flag poles gates and fences all protrude 
Into the racing line ready to stop any car dead in Its tracks 
These things In moderation are acceptable, but every 
track is filled to the brim with traps and power-ups so If 
you’re not driving straight Into a previously unseen post 
you're being knocked Into It by a blast from out of nowhere. 
The track layout can also be desperately confusing with 
arrows that do little more than point aimlessly In the vague 
direction you’re supposed to be heading la 

wacky Races is a decent game which makes a real 
effort to capture the spirit of the cult cartoon There s also a 
massive challenge here and uncovering all the areas of the 
Adventure mode will take a few weeks and test your 

E—I * means tha, roan, pmerowllllosuwrosta 

certainly a long way behind FWer Meet ■ Kenh Stuart 


WACKY RACES 


The ice circuits are 
strictly for racers 
with lots of grip- 
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STAR WARS: SUPER BOMBAD Ra C 

□EPTH stars 





' ^"! p allows un to four players to turn to the Dark 

ss«» *«%* S“ s a 

SJSSEKSSffiS and M man stand,n g 



CTDD I I |C3C^JC^* CTI There are four arenas to choose from-including the Great Pit 

3 I nR UJI II \^3Z ^Ul br\ of Carkoon with Its Sariacc Pit ready to digest you - and 

^ mm they're so big that single-player battles can be a touch dull with 

MBA mmm MPI a lack of pick-ups and enemy sightings few and far between. 

|JLJ| IIV II aft However, multiplayer deathmatches are just the job thanks to 

^J^ll I I V| the constant Vindictive threat from so-called friends 

A long time ago in a galaxy far, far away, diddy Star Wars characters had some hovercar races. Sheesh... 

smacks into your vehicle its big spin, big slow down time 
while the aggressor speeds off into tiie distance Attempt a 
bit of revenge by doing the same to them and guess what 
happens 7 Tnat's right, you're sent into a spin and the 
opponent carries on as if nothing has happened 
Considering that tussles between vehicles is the main 
appeal of karting games, the fact that Super Bombad 
Racing weighs the balance firmly in favour of CPU drivers 
renders the single-player game virtually redundant. 

Thankfully, the multiplayer options are a different story 
altogether. As with any kart game worth its salt, Bombad is 
a much more attractive proposition when you get a few 



“Ah, explosion it is. Hmm, Obi-Wan, strong must be the 
Force in your pikey mJet.." 




“Maul will have his revenge for the stupid Ifttie head 
you mock him withr 



' S 6 i Si ! y the *** ^ck thanks to a great 
blend of speedy downhills and jumps. 


^Wisher: Activision Developer: Lucas 
^Price £39.99 Players: 1-4 Out Now 

r ~i arth Maul is no longer a fearsome Jedi, 

J consumed by the Dark Side, striking terror into 
l j enemies with his stripey face and double 
lightsabre. No sir, now he’s a midget with a massive 
head mucking about in a hovercar and shaking his 
mini fists at careless drivers. Next, look out for Amie’s 
Terminator shooting bubbles with his Uzi 9mm in Bust- 
A-Move: I'll Be Back. It’s just so scanty plausible. 

The reason for Darth Maul’s humiliating descent Into 
Infant-friendly cuddliness Is 
Super Bombad Racing, 
which takes the tried and 
trusted Mario Kart formula 
and plonks It slap bang in 
the Star Wars universe. In 
other words, you get familiar 
faces (Anakln, Obi-Wan, Yoda) racing around familiar 
locations (Naboo, Mos Espa, Coruscant) and using various 
power-ups to help them finish first 

The gameplay will be instantly familiar to anyone who 
has ever played a comedy karting game. Its fast it’s 
furious and the crafty use of weapons and speed boosts is 
just as Important as racing ability. The course designs are 
fairly Impressive with numerous alternate routes and 
shortcuts providing a welcome tactical edge to the races 
Unfortunately, while skill may be Involved In negotiating 

the tracks and selecting preferred routes, whether you end while k a *in„ 7 7,-" ,,v ' aiu,C3U ' l,ieir neroes, 

up finishing first or eighth Is rather more down to luck than derill? I? S °° n mmble the 8 ame as a wholly 
judgement Say, for Instance, you race around the Naboo c, lh 0( J e °. Kort clone that bt1r| gs nothing new to the 
Swamp, speed into pole position and stay there all the wav aT 

for a comfortable victory. Race the same track again and 
you might just as easily finish a lowly sixth, through no fault 
of your own but merely because some random factor STAR WAP* c 

decided to throw every single weapon at your vehicle and L— WARS " B0MB AD RACING 

have the opposition use you as a battering ram 
Admittedly, this unpredlctably Is a big part of the 
charm of kart racers but where Mario Kart achieved the 
perfect balance between fun and frustration Super 
Bombad Racing gets It all wrong When a computer racer 


//It’s fast, it’s furious and the 
crafty use of weapons is just as 
important as racing ability// 

mates involved. Up to four of you can take part and on an 
even playing field with a healthy dose of despicable human 
deviousness, the game bursts Into a semblance of life. 

There Is a disappointing drop In frame rate with four 
players on screen, but the ultra-competitive nature of the 
races more than makes up for this. 

Despite the appeal of Its multiplayer modes, It’s hard 
to see where Super Bombad Racing Is going to find an 
audience. Hardcore Star Wars fans are unlikely to be 
™ dby super -deformed caricatures of their heroes, 
dJrllS M 8 l anS Wi " S °° n mmble the 8 ame as a wholly 

suSl m °u K0,tCl0ne that brlngs nothln S new t0 

sub-genre. Mouldy old Yoda summed It up best with: 

Hmm, average game this is: ■ Lee Hart 


I V |™* w *' d leave It r~ 

and power-iint ^ ' Unfair, unbalanced I ^ 
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It's Mario Kart meets The Jetsons in WB land... 



'"publisher: Infogrames Developer: Melbourne House Price. £44.99 Players M Out Now 



r i h, those old Warner Bros 
Cl cartoons... Wile E Coyote 
l 1 j chasing Roadrunner, Bugs 
Bunny outwitting the *wabbit’-hunting 
Elmer Fudd. Forget Rugrats, Potemon 
and The Powderpuff Girls, Bugs and co 
hail from a golden age of animation that 
was designed to be colourful, noisy, 
wildly violent and fun for five minutes. 

It’s unfortunate that Space Race, which 
thrusts the classic WB characters into a 
futuristic game of Mario Kart, sticks too 
closely to this formula. 

Space Race represents the racing genre 
In Its simplest form. It involves guiding 
familiar characters around 12 ludicrous 


tracks, all littered with 
opponent-delaying power- 
ups. As a result, no 
knowledge of ’racing lines' Is 
required and you dont need to 
master any deft overtaking 
manoeuvres. Instead, with the 
accelerator firmly and almost 
constantly depressed, victory 
can be achieved with the help 


of regularly launched homing missiles, 
fizzing bombs and the odd pink elephant 
sent plummeting from the sky. 

Featuring several cartoon Icons - Daffy, 
Bugs, Wile E Coyote, Yosemlte Sam. Elmer 
Fudd, etc - each character pilots Its own 
hover scooter or rocket The main game 
options enable one-off races, multiplayer 
and time-trial play on a variety of brightly 
coloured sci-fi circuits. And let’s not forget 
the Tournament mode Win the mini 
competitions here and you can earn special 
Acme tokens that you can use to unlock 
secret characters, animations and movies. 

Sadly, no matter which cartoon legend 
you pick, there’s no difference In your 
vehicle’s handling or acceleratioa There’s 
also no real sense of speed, although 
collecting five turbo charges gives you the 
ability to hurtle recklessly for a few joyous 
seconds. What's most frustrating however 
is that Spoce Race appears to reward luck 
rather than skill. While you can barge your 
way into first place by dropping portable 
holes or KO’Ing competitors with spring- 
fired boxing gloves, these vital power-ups 
appear at random. When all opponents 
begin firing with abandon, It’s possible to go 
from fifth to first and back to fifth again In 
the space of a few cel-shaded metres 
without really knowing why. 

Despite the familiar faces, despite the 
comedy bolngs crashes and whizzes, there 
is nothing original or Inventive about Spoce 
Race It’s clever and pretty to look at but 
vacuous and unsatisfying at the same time 
And that’s all folks! ■ Dean Evans 


Any second a ‘hilarious’ 
weapon could knock 
you into last place. 


SPACE RACE 



Why we’d buy it 

- For frantic cartoon 
racing thrills 

-Fun range ol weapons 


..jr Mono Kort np-ofl 

- No teal sense of speed 
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LEGO RACERS 2 


You’ll drive so fast, you’ll be bricking it.. 


Publisher: Video System Developer: Ubi Soft 
Price: £3959 Players: M Out Now 

- ego’s dead clever really. Its right 
simple, but at the same time 
l j complex creations can be 
fashioned from its little plastic 
blocks. Which is precisely why its 
endured all these years, despite the 
advanced computer technology at 
kids’ fingertips today. But such is the lure of 
videogames that even Lego wants in on the 
action and after a previous outing on 
PSone, here’s our first taste of l£go racing 
PS2 style. 

As you can Imagine this isn’t very 
complicated. Its basic arcade racing (with 
Mono Kort-style power-ups. naturally) In 
angular plastic vehicles These come in all 
shapes and sizes from buggies and police 
cars to hovering spacecraft The handling of 
each Is best suited to a particular terrala 
and these Include a dinosaur infested atoll 
the Arctic and the surface of Mars The 
inevitable Adventure mode provides a more 
structured approach than the Arcade option 
requiring you to unlock new areas by 

winning races and collecting golden bricks 



Time-trial and Multiplayer modes 
(with leagues and battles available) add 
extra longevity and the entertaining Car 
Construction mode Iwhere you - that’s 
right! - build your own cars!) is the game’s 
best feature - great for reminiscing over 
youth’s lost pleasures 

Obviously this Is a title aimed squarely 
at the younger end of the market but Lego 
Racers 2 is still better than some pitiful 
race offerings of late We doubt youll be 
interested if you haven’t got any children or 
are older than ten. but Its entertaining 
enough to want to sit down and play It for 
an evening with the sprogs of the family. 

■ Adrian Lawton 
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RUBBISH 




Fbr every gleaming racing game dream machine there are ten burnt 
out bangers dumped on the grass verge of the dual carraigeway to 
nowhere. Let’s investigate the auto carnage that is, The Crap Racer. 


i o 1 

Gran nirismo, but cute? Nice 

idea. Pity about the game. 

'Publisher: Midas Developer; Tbkara _j 

r nlth Its garage, tuning and driving license features, 

111 mixed up with comic, super-deformed cars, Penny 
UJj Racers really wants to be a petite, fun GT3. It falls. 
The tracks are a curious mix of the very bland, and less 
commonly, the rather pretty. Some feature stretches of 
water, or yawning chasms, which your car reacts to by 
transforming Itself Into a boat or a glider. Yet a good 50 
percent are dull ovals, with few features or challenges. This 
patchiness Is Penny Racers' downfall. It tries hard to be 
novel and exciting but for too much of the game you’ll be 
wondering why you're bothering Best advice? Don't 
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□RIVEN 

Stallone in ‘failure to bring 
credibility to film tie-in’ shocker. 

^Publisher BAM! Entertainment Developer; BAM! Studios 

r “it's a well-known fact that good movies often 
| spawn poor videogames It’s probably not much of 
l j an achievement, then, that a bad movie about 
American CART racing penned by none other than Stop! Or 
My Mom Will Shoot legend Sly Stallone, now has an equally 
bad videogame to Its name. Add In Stallone’s corny 
cut-scene voiceovers and it’s often plain embarrassing The 
driving isn't any better. Bizarre Al means you're regularly 
smashed off the track from behind, while other cars 
negotiate hairpins without so much as touching the brake. 

If you try the same trick you go into an uncontrollable spin. 

Occasionally, the success of a film means a poor 
license sells well regardless. That’s unlikely to happen here: 
Driven the movie came out last October and sunk like a 
metal turd down the boghole of life. The game will follow It 

4/10 Official PlayStation 2 Magazine #15 


SUPER TRUCKS 



Lots of trucks, but we’re not sure 
where the super ones are. 

'Publisher: Jester Interactive Developer: Jester Interactive 


r _if course, what Jester should have done was 

Q capture all the OTT stupidity of truck racing - a 
l j sports concept only marginally less ludicrous than 
dwarf tossing Instead, the developer has produced a limp, 
straight-faced driving sim which treats these super powered 
behemoths like slightly bigger sports cars, complete with 
the sort of wimpish, soggy handling you might usually 
associate with a Datsun Cherry. Why was there no Convoy 
mode, In which players take on the role of Kris Krlstofferson 
In the 1978 truckin’ flick? And why, oh why is there no Ivan 
■Iranman’ Stewart license? Even those who actually DO 
watch Eurosport's Super Truck racing coverage without 
chuckling will be disappointed by this. 

4/10 Official PlayStation 2 Magazine #20 



TDKUO 

EXTREfTlE RRCER 


It’s about as ‘Extreme’ as 
International indoor bowls... 

[Publisher: Crave/Ubi Soft Developer: Genki 


r « "* here really ought to be something exciting about 
J Illegally racing along the nocturnal highways of 
L j Tokyo, challenging other rude boyz to highspeed 

face-offs. Strangely though, the experience is almost as 
empty as the serene night-time roads on which Genkl's 
game takes place. It's the structure that really galls. You 
drive around aimlessly for a while, then flash your 
headlights at some chump In a souped up Honda. It’s 
racing tlmel So for 30-90 seconds you drive a bit faster 
hying to stay ahead of your foe as his energy bar depletes, 
n a sort of automotive take on the beat-’em-up. The winner 
L!i SOme C3Sh t0 Spend on u P8redes, then Its back on the 
looklng ,or trouble. You could achieve the 
hnin esty e for real by removing three quarters of your 
y ng a Toyota Cellca and moving to Dagenham. 
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IjrIet’chrllenge 



Fast cars, glamourous cities, 
empty roads, average game... 


Publisher: Activision Developer: Exakt 


r n dmlttedly, this game does everything reasonably 

R well. It offers the usual selection of play modes 
t j and it features competently designed city circuits. 
The thing is, there’s no original detail. The only vague novelty 
Is the choice of vehicles. Instead of Nlssans, Ferraris and 
Subarus, we get Rlnspeeds and Saleens. We don't what the 
hell these cars are but they look like flat and featureless 
slabs of Plasticine. In fact, the whole game has had any 
semblance of life knocked out of It. It’s an amalgam of 
washed out Ideas - the videogame equivalent of a made for 
TV thriller starring Corben Bemson and Victoria Principal. 



DRIVING EmDTOM 
TUPE-S 


Square makes an ill-advised 
foray into the racing genre. 

Publisher-. EA Developer: Square ”* 

r —^ihe emotion Square Ifamous for previous driving 
| games such as Final Rantosyl is referring to In the 
l j title of this game Is agonised frustration. Although 
on the face of it this Is a standard racer with collectable 
cars and varied circuits, It Is, In fact, some kind of bizarre 
dada-ist subversion-, the handling model requires constant 
shifts In direction, even when you're driving down a straight; 
then there’s the motion blurring which is so bluny. It’s like 
you've smeared Vasolene all over your TV screen. Square, 
stick to RPGs. Please. 


miONIGHT CLUB 




Fed up with following The 
Highway Code? Join the Club. 

'"publisher: Rockstar Devdopcf: Angel Studk» 


r i es. It's another one of those illegal street race 

•J games, where gangs In souped-up production 
l j cars challenge each other to dangerous nocturnal 
speed-fests. However, just like Tokyo Street Racer, this falls 
way short of capturing the anarchic thrill of turning innocent 
A roads Into humming death circuits. The street sceneiy is 
so bland and blocky It's like driving round a particularly 
poor architectural sketch, while the extravagant lighting and 
lens flare effects make you feel as you're taking a leading 
role In someone else’s psychotic acid trip. One day a good 
game will be made about boy racers This isnt it 
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THE FLINTSTDNES 
IN VIVR ROCK UEGRS 

Yabba dabba doo? Yabba dabba 
don’t, more like.. 

^Publisher: Acclaim Developer: Acclaim Studios Cheltenham ^ 

r i henever any games firm gets hold of a particularly 
[1 I) poor license - or, perhaps, has milked an existing 
l. j license until its teats have turned blue - they all 
do the same thing: slap It atop some half-arsed karting 
game with 'hilarious' weapons It may be no surprise, 
therefore, to find that this Is the case with Viva Rock Vegas. 

In a prequel to the cartoon, Fred wants to win the heart 
of his beloved Wilma and marry the prehistoric ginger ASAP. 
Alas, he must first win the Boulderball Run kart race. And so 
we get stone-age karting action against 12 Fllntstoncs 
characters And, Inevitably, It's all horribly awful. Not a drop 
of care has been Invested In this game and the end result Is 
as soulless and pointless as the film Itself. Even the voice¬ 
overs are the weaiy drawls of five-penny actors who d 
• • probably much rather be filming a butter commercial. 
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Wanted: Fbr crimes against 


The batteries have gone flat on 

this remote-controlled travesty. 

[publisher Swing! Entertainment Developer Tbka 

r 1 ike Penny Rocers this rushed remote control car 
I driving game sets out to prove, once and for alt 

L jthat small Isn’t necessarily cute or fun. Loosely se 
In a theme park you get to drive all 
vehicles around oversized courses UnfbrtuwteV the 

srsrS 


racing games. 

TubUsIwr: Ubi Soft De**XVfCrave Entertainment 

r Tor a second imagine WipEoat Fusm with every 

F redeemable feature sucked from It so that all 
j you’re left with is a kind of putrid, white wobbly 

Dot stagger! past Ike an 

overtook the poet collision detection «W* ** 

’wi^tMhathal you dot* have to actual* 
mind could l««e»*f ,. m oohtws 


RC franchise? 
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TURISITlu 


fl-SPF r 


Get your motor runnin' for the 
world's most comprehensive 
players guide for the world's 
greatest driving simulation. 


GT3 is a hardcore game requiring a fair bit of hard workJ-lere 
are the basics to start you off on the long road to success... 


GETTING STARTED 


one, isn't an essential piece of kit We've clocked up some serious times using a humble Dual bnocK 


2 and this Is where we suggest you learn your craft pnWn „ f „ 

First up, Ignore the default settings - head to the options screen and swap the settings for 
Brakes and Change View Iso you'll be braking with m and changing your view with © • Now select 
Arcade mode and head out on Trial Mountain - a good test for honing your braking skills - selecting 
Normal > S Class > Castrol Supra > Automatic > Racing (don't bother with Drift while you re Initially 
getting to grips with the game]. This car combines good acceleration with responsive handling and 
it'll give you a rewarding test experience - spend some time getting used to the new controller set¬ 
up, it feels odd to start with (and you're bound to forget that you’ve changed the configuration for the 
first few runs], but the ability to feather the brakes with your finger while accelerating with your 


thumb is the perfect way to play the game. 

Also, always go for the In-car view - you'll find yourself over-correcting your steering a little too 
much when you're racing with the external camera. It's also the closest you'll get to a realistic driving 
experience and It looks so much faster when you're behind the wheel. 


6-26 MINUTES NAILING THE CORNERS 

This Is the first technique you need to master, as races are won or lost 
around GTJs twists and turns. The first rule Is brake as late as possible for 
extreme lefts or rights (even on the secret Professional Difficulty setting - 
accessed by holding down m and co on the Hard setting - the CPU drivers 
brake comically early for comers) and be aggressive with the Inside line. 

Again, head for Trial Mountain and the Castrol Supra and on the 
sweeping bend that leads Into the first tunnel section, get on the left-hand 
side. You’ll notice the back marker's brake lights flicker much earlier than 
you'd expect, and you can simply muscle the leaders towards the outside of 
the bend. This high speed/dodgem-style smack up Is an essential technique 
to master for the 90° bends. Once you open up Tokyo R246 and Its first 
punishing right-hander, you'll appreciate this. The same Is true for Cot6 
d’Azur's first right-hand comer (just before you feel the sun on your face) - 
accelerate at top speed Into It, making sure you’re on the Inside, and clatter 
the opponents out of the way. We guarantee you’ll scream Into first place 
after two or three attempts. Obviously, If the cars actually took damage, 
you'd probably have to resort to finding the racing line... 

Also, don’t be afraid to cut the odd corner. Cheating? Probably, but If you 
want to get ahead, get a hat., or something For Instance, as you approach 
the final two bends before the start/flnlsh straight on Trial Mountain, you can 
afford to cut across the grass Just behind the traffic light You should also try 
this technique on Mid-Field Raceway - you can afford to be a bit 'loose' with 
your racing line on the first right-hand comer and there are several other 
dust-scuffing opportunities along its length. As well as on every other track. 
Points to remember 

■ Get on the Inside where possible. 

■ Feather the brakes and throttle, 

■ Be aggressive. 
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42- 50 MINUTES learning how to slipstream 

Weve already mentioned slipstreaming - you'll 
see the CPU cars do this at the start of every 
race. It’s a technique that you’ll become 
Intimate with If you’re planning on keeping up 
with the pack on the Test Course Until you 
unlock this, try practising on another straight 
course Icorners will leap out at you from behind 
the car, blocking your view if you try this on a 
more demanding track). 

Try It out on Super Speedway (go for It on 
Hard difficulty - giving you more laps to catch 
up with the pack). Simply line yourself up behind 
the car In front and, If you’re close enough, you'll 
find you accelerate more effectively right up to 1 
their bumper, and you can duck out and 
overtake when the opportunity arises, it's a 
simple technique, and Is Ideal for those glorious last minute dashes to the finish line. 

Points to remember: 

■ On Test Course, don't be fooled Into thinking the top-specification car Is the right one - you’ll still 
have to rely on slipstreaming 

■ Wily opponents will sway across the road, trying to free you from their tall 

■ Slipstream until you can smell the rubber on the finishing line - the acceleration advantage 
gained from this style of close driving Is short-lived. 


26-42 MINUTES finding the racing une 

The CPU cars all follow the racing line nose-to-tall like a family of shrews. In 
hporv this will give you the quickest route through a course (although, as 
vnii'll find this Isn’t always true). However, when you get a true muscle car 
which has awesome acceleration you only rarely need to try slipstreaming 
on the earlier courses. . 

Choose Team ORECA's Viper and head out on Super Speedway. You II 
notice vour competitors peel off to the right-hand side of the track at the 
' At trvlns to gain a slipstream advantage. Ignore 'em and belt It straight 
Bhead towards the first sweeping left-hander. Staying on the Inside, you’ll 
rnme out onto the next straight In the top three. Racing line, schmayshlng 
une However you'll find you need to stick to It more on the advanced 
tracks, Seattle Circuit for Instance, or you’ll come a serious cropper before 
the first lap Is over. 

Points to remember: 

■ Look for the tyre marks - they're your guide 

■ when approaching corners, think about the easiest way In and out of the 
apex - this will be the line that requires the least amount ofcjiangein 
vour trajectory. The Ideal way Is to approach a comer from the outside 
the far right on a left-hand bend), then at the apex pull stag* In 
accelerating towards the Inside of the comer and out onto the outside of 
the following straight. We know In a racing situation this doesn't always 
make for the best position though. 

■ Watch the CPU cars If you’re finding some sections tricky. 


PICKING THE BEST CARS 

Erm, sounds obvious, right? But because of the variety of courses on offer, you'll find some cars are 
more suited to particular course than others - it's not Just a matter of picking the fastest car and 
expecting to unlock every track so take a bit of time trying out the basic motors on offer We'd 
recommend heading for the S Class vehicles to start with, as the cars in the less powerful classes 
|ust don't deliver as many thrills, and you can always come back to them once you've unlocked all 
the tracks in Arcade, Just to be a completlst. 

We recommend the following: 

Viper GTS R - a grunty all-rounder perfectly suited to those courses which combine long straights 
with testing bends Isuch as Seattle Circuitl. 


Castrol Supra good (or tight, 
twisty tracks Hike Trial Mountainl 




p'U 1 i \ . 1 

MASTERING THE FISHTAIL 

Okay, time to tackle a rally stage. 

These are actually straightforward 

and once you unlock the 4WD 

majesty of the Delta HF Integrale 

you’ll be returning to the rally 

courses to shave off a staggering 

amount of seconds from your y^T! ?, F.Li 

previous lap times. To get to grips ylilriT n ■■■■■ 

with rallying though, select a light 

4WD all-rounder like the Peugeot 

206 or the Ford Focus. Head for 

Smokey Mountain (Swiss Alps Is far 

too dark to be able to see what s 

going on) and practice taking those 

bends without braking. Try this: 

P As you approach a tight right¬ 
hander, take your thumb off 

IP Nudge the analogue stick to the 

Wlth the steering to the 

find the back end swinging around, taking y 

“end * s* 

again, nudge the steering to the left, and 
accelerate again. Your car should stra S o) 

Try this process slowly to start with, un 1^jo (soon flnd 
comfortable, ll shouldn't take long andI yo 
you can Judge how long to keep you' ^ st)ck t0 
accelerate and how far to nudge the a g 


- c—— 

Alta NSX - try this on Test Course once you unlock it 

Ypu will unlock better cars but as ^ 

drive also change once you select jjj 

And vou don't always gam a huge advantage and yoon 

above basic' models 


85-120 MINUTES 

UNLOCKING THE UlCtK COWES ^ „ 


Points to remember. UtHl small m 

than massive turns. Tarmac to gravel 

tighter PowersIlde. H i m * ^ wheel in the 

ssssiaffi—- 
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THREE STEPS TO BRAKING 

even think about putting your the way of the brake' weVe outlined 

brake is lust as Important Braking Is nol a sign of vveakness. Its „ „^. Brake 
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2. TUGGING THE HANDBRAKE 


Conventional brakes are designed to lessen the 
chance of your car skidding For example, the 
ABS lAntl Blocking System) quickly releases the 
wheels and re-brakes to prevent the wheels from 
locking and throwing your car into a 
uncontrollable slide. 

Sometimes, however, it pays to live a little 
dangerously. The handbrake is designed to block 
the car's back wheel immediately and the effect 
It has is to swing the back end of your car round, 
enabling you to drift around corners. Have a 
crack using the @ button 
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PROFESSIONAL DIFFICULTY 

IN ARCADE MODE 


Don't think you -rt Is on* youve «hed MM» 

Arcade mode, as the Mughest chakenBe y^o menu 

Itt&JEZZSE!* « V" co,,ec,l> “* Ha,d 

difficulty setting briefly changes to Professional. 


T-jBk 


HORSES FOR COURSES 


. J 


If you want to get the most 
out of your motor, you must 
pay attention to every last 
detail. And Just by changing 
the oil In your engine, you’ll 
be able to squeeze another 
five percent extra 
horsepower (BHP) out of 
your car and you don't even 
have to get your fingers 
dirty. Simply go to 'My 
Home' and then to 'Garage'. 
Select a car and make note 
of the BHP figures using m 
or cd. Next go to 'GT Auto' 
and select the 'Change Oil' 
option which you should 
cost you only 250 Cr. 
Bargain! Now, when you 
return to check your BHP 
it'll have increased by 
approximately 5 percent 
Ithe Increase differs 
depending on the car). To 
make sure your car Is 
running at its maximum 
potential, you should make 
an oil change for every 
300km you clock up. 



GRRN TURISmD 3*. R—spec 

THE TRACKS are "«"8 *** out of GT2 on PSone, they 

■ never- looked as defied and realistic as this. Prepare to be amazed... 


TRIAL MOUNTAIN 


Difficulty: ★★★★★ 
Entertainment ★★★★★ 

Thu should have a fairly trouble free 
run here - just watch out for the 
big right after the tunnel Youll need 
to brake hard after the tunnel to 
make it through the first tough 
chicane - stay off the walls by 
braking then applying gas before 
slowing through the walled bit 


MIDFIELD RACEWAY 

Difficulty: ★★★★★ 

Entertainment ★★★★★ 

The first bend isnt as easy as it looks, 
so move out to the left and nudge 
the brakes as you slide towards the 
centre of the track. After the long 
straight youll come up against an 
equally tough comer. Here, you'll 
need to brake hard when you see the 
turn right sign, then bomb under the bridge, before gilding out of the turaM 
Next up is the tough chicane. Take this as straight as possible o keep yourl 
speed up to the max and use the brakes to crawl out of this section. 


IAGUNASECA RACEWAY 


SUPER SPEEDWAY 

Difficulty: *★★★★ Entertainment ★★★★★ 

This is a pretty simple track, and it’s one that requires very few sudden movements Dont be afraid 
to take the corners hard and Just keep a constant high speed around the two turns. Gently ease 
off the accelerator If you feel your car starting to slide a little, but do make sure that you hit the 
straights before your opponents if you want to win the race. 

— 


Difficulty: *★★★★ Entertainment ★*★★★ 

To get yourself round the first comer look at the road markings and slam on 
the brakes when you see the number *7 painted on the ro ad. Ne xt comes 
the corkscrew. This looks easy on paper, but is actually a nightmare, so drive 
up the hill until you reach the crest Now hit the brakes, while gently sliding 
to the right before hitting the gas to speed out Finally, the blind bend at the 
end of the lap is a nasty bugger, so youll almost have to completely stop to 
get around it Slam on the brakes and swing that baby around. 


SMOKEY MOUNTAIN 

Difficulty: *★★★★ 

Entertainment: ★★★★★ 

Quite an easy one to coax you Into the rally 
side of things, this Do watch out for the 
back end of the track though, when the 
corners will appear tougher than they really 
are because your cars bouncing all over the 
uneven road surface. 




SWISS ALPS 

Difficulty: ★★★★★ 

Entertainment ★★★★★ 

The huge turn at the top of the track Is going to 
cause the most worries here. Brake as you enter 
the first side of the turn and then let the back of 
your car swing out and around the comer. To get 
round the penultimate turn, brake early, head for 
the centre of the ap ex, and slow right down. 

ROME CIRCUrr 

Difficulty: ★★★★★ 

Entertainment ★★★★* 

Make progress round the first comer by 
hitting the edge of the yellow boxes on the 

S Sout really slowing down. Its now a 

relatively easy ride until you reach the two. 
right angles at the end of the course. For the 
first one hit the brakes and turn In earty, 

£ do the same move to the second ban 


TOKYO R246 

Difficulty: ★★★★★ 

Entertainment: ★★★★* 

Once you've taken the first bend, things start to 
get really taxing. Move to the right of the short 
straight and brake when you get to the first set o 
rumble strips. Now move left and hit the P ov ^ r 
Things should be a breeze now until the Anal ju 
when you'll have to brake hard to the right of tn 
corner, before pulling out at a steady pace. 


TAHm ciRCurr 

Difficulty: ***** 

Entertainment: ***** 

----- tight turns at the enc :' 
the track may cause you a little 
trouble, so use the brake 
sparingly and practice 
powersliding through these 
sections of the track Keep your 
nose in and your rea r out and 
you should be fine. H 

Entertainment ♦ *★★★ 

The first comer can really hurt, sostart 
by hitting the brakes earty there Then 
martv fnr the whopping hairpm 
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SPECIAL STAGE ROUTES 

Difficulty: ***** Entertainment ***** 

A pretty simple track until you reach the large S-bend at Hie middle part of 
the course. To do this, brake when you make the second zebra crossing 
then hold on as you move left and ease out of the comer. Next comes the 
tight chicane - brake when you hit the last overhead sign, and then go very 
carefully through the rest of the corner 
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test course 

Difficulty: ***** 

Entertainment: ★★★★★ 

This is dead easy. Just follow the good old 
racing line at flat-out speed, ensuring you 
slipstream all the way until that flna bend 
your car land Its acceleration speed) dictate 
when you should pull out from behind the 
leader and go for broke. But dont use the 
Mini. It's rubbish. 




apricot hill raceway 

Difficulty: ****** 

S^tohalrolntfthe middle of the course will 
Suse mostproWems ?ere. Ybu’ll have to crawl 
S 5 if ho nrp hittine the gas pedal when you’re 
K ^ EKben/at the end of the 
rare can cause problems. Brake and slide around 
Se flS part of the bend and stay fairly narrow to 
get out of It without too many bumps. 


DEEP FOREST RACEWAY 

Difficulty: ***** Entertainment ***** 

Ybu'll bomb away from the start line, so make sure you slow down 
enough to take the very first comer Apply caution and approach slowly 
for the smoothest ride. Now prepare yourself for the tunnel on the bend. 
To get this bit right, brake on entry and then on the way out to avoid 
any serious loss of seconds. A difficult course In Inexperienced hands, 
you’ll probably need a few tries to perfect It 




COTE D’AZUR 

Difficulty: ***** 

Entertainment ★★★★★ 

The top end of the track, with Its double S-bend, 
will cause the most problems here. So go very 
slowly, starting from the left before tucking right, 
then crawling to the left as the comer forces you 
round. Stay left and ease across the apex of the 
last part of the bend. Things are quite simple now 
until you get to the opposite end of the track. 
Here, get round the bend by braking hard and 
late, then speed out of the bend to the finish. 


SEATTLE CIRCUIT 

Difficulty: ***** Entertainment ★★★★★ 

2i e U nM r hl r ?f5 a H rpl [ 1 h Wl11 U 3 , us 5 y ? u ?° me ann °y |r) g problems on this track. 

^ 10u ^ 1, s brake hart and early before turning close to 
JJi 1 SJ* of the band - You should be able to deal with the rest of the track 

L ewa H tfie last lme turn before ^ end of the lap. 
Here you II need to brake early and tuck tightly Into the bend. You should 
now complete the lap with no problems at all. 





SPECIAL STAGE ROUTE 11 

Difficulty: EntGrtsinmcnt* ^ i 

si" «■ ««• - w >». „ 

° ver . [he left. Next comes the large chicane This Is a rioht th th f and tben swe eplng 
the left hand side of the road, and ease hmuoh thn ,^ ht then left . so approach from 8 
the Inside and then moving out wide to the right. h dd 6 ° the corner before hugging 
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GETTING A GOOD 
DEAL ON NEW CARS 

Tho Hado function In My Homo (In Gran TUrlimo 
model allow* you to take a look at tlio Garage 
data on another Memory Card - for ox.ifnplo, that 
of a frlond. You can acquire oacli car In thl* other 
Garago In th© form of a 1:1 copy at tho nomial 
retail prico. But that'* not all - any tuning part* 
which may have boon fmtnllod are al»o Included 
In tho prico. You can mako u*o of thl* In 
numerou* way*: 


When starting out In Gran TUrltmo mode, buy a 
vehicle of your choice, but don’t *pend the Initial 
18000 Cr. U»o the reit of tho money to tune your 
car and/or carry out an Oil Change In GT Auto, 
men lave your garno and Imort tho Memory Card 
In Slot 2, but not necowarlly In that order... 

Now reitart your PS2 and go back to Gran 
TUrltmo mode. Using the Hade function, load the 
game you just saved and buy a copy of tho 
aforementioned car at tho normal retail price, me 
vehicle still ha* all It* tuning part*, and it* BHP 
figure ha* boon Increased by the oil change. Using 
any remaining rnonoy, you can upgrade the car a 
little more, me next timo you savo, you *lmply 
overwrite the previous save game. Bargalnl 


YOU can do this when starting off in Gran TUrltmo 
mode, If your friend already ha* a tuned vehicle, 
which cost lei* than 18000 Cr new. Using the 
Hade function, you can acquire a copy of this 
car... and the tuning parts are thrown in for free! 


In this situation, you havo already completed 
some races with a car of a specific drive type. 
Meanwhile, your friend has bought a car with a 
different drive type and tuned it. In order to 
participate in a race, which requires your friend's 
drive type, just use the Hade function. You can 
now acquire a tuned vehicle with the required 
drive type at a good price. 





- 8Ptc 'AI- EDITION: RACING GAMES 


I CHECKLIST 

one of the trick, for a ICT3,nmpdsnb MI team how 

to get the most for your money. The , nce (price of 

which are the ten best models In terms of performan ip 
I engine performance per weight) depending on your budget. 


BEST PRICE TO PERFORMANCE RATIO FOR CARS U 

cr 16900 

1 Mazda MX-5 (1993) ™ 1 17000 ! 1 

2 Mazda MX-5 (1989) 17980 1 

3 Chry«ler PT Cruiser ' | 13900 M 

4 Daihatsu Sirion X4 13550 1 

5 Toyota Sprinter Thieno GT Apex (1985) ™ 1453 ' 0 1 

6 Toyota Yaris RS 1.5 14660 9 

7 Mazda Demio GL-X " ; 1593 o | 1 

8 Volkswagen New Beetle ” 122 80 8 

9 Tbyota Yaris Euro Edition ^ __ 20 ; g 

10 Suzuki Alto Works SUZUKI Sports Limited i 4WD I p 

BEST PRICE TO PERFORMANCE RATIO FOR CARS UP TO 30000 CR. 


1 

j 2 

3 

4 

Mitsubishi Lancer Evolution VII GSR 

Subaru Impreza Sedan WRX STi Version VI 
Subaru Impreza Sports Wagon WRX STI 

Mitsubishi Lancer Evolution VI RS 

4WD 

1 4WD 

4WD 

4WD 

29980 | 
29190 
29980 | 

25980 

276 

| 276 
276 
| 276 

MM 

warn. 

5 

Subaru Impreza Wagon WRX STi Version VI 

4WD 


29190 | 

276 

wtm 

6 

Chevrolet Camaro SS 

1 FR 


29530 

” ] 276 


8 

Mitsubishi Lancer Evolution VII RS 

4WD 


25180 

276 


| 9 

Subaru Legacy Touring Wagon GT-B 

4WD 


29330 

j 276 


10 

Subaru Legacy B4 Blitzen 

4WD 


30000 

276 



BEST PRICE TO PERFORMANCE RATIO FOR CARS UP TO 50000 CR. 


i 

Subaru Impreza 22B STi Version 

4WD 

50000 

267 


2 

Toyota Supra RZ 

FR 

I 44800 

i 276 


3 

Mazda RX-7 Type RZ 

FR 

39980 

276 


4 

Chevrolet Corvette Grand Sport 

FR 

j 40010 

| 330 


5 

Mazda RX-7 Type RS 

FR 

37780 

276 


6 

Renault Clio Sport V6 24V 

( MR 

43400 

T 226 


7 


4WD 

43230 

276 


8 

Mitsubishi 3000GT VR-4 Ttirbo (1999) 

4WD 

43230 

i 276 


9 

Nissan 300ZX TWin TUrbo 2X2 

FR 

43980 

276 

MM;"" 

10 

Mitsubishi Lancer Evolution VI GSR Tommi 

4WD 

| 32780 

276 



BEST PRICE TO PERFORMANCE RATIO FOR CARS UP TO 100000 CR. 


Lotus Motor Sport Elise 
TVR Tuscan Speed Six 
Dodge Viper GTS 


4 

Honda NSX Typc-S Zero 

MR ] 

5 

6 

Honda NSX iype-R 

Mercedes-Benz CLK 55 

MR 

7 

8 

TVR Griffith 500 

Acura NSX (1993) 

: FR j 

FR 

9 

10 

Acura NSX (1997) 
ruf lannc 

1 MR | 

MR 

BEST PRICE TO PERFORMANCE RATIO 

1 MR 

BBBImmm^^^^ 

FOR ALL CARS. 




j 2 

Suzuki Escudo Pikes Peak Version 
Panoz Esperante GTR-l 

4WD 

_| FR 

3 

4 

Tickford Falcon XR8 Race Car 

Gillet Vertigo Race Car 

FR 

_ | FR 

5 

6 

7 

Chevrolet Corvette C5R 

Toyota Castrol Tom's Supra 

FR 

; FR 

8 

Honda Castrol Mugen NSX 

Lister Storm V12 Race Car 

MR 

FR 

9 

10 

Nissan Pennzoil NISMO GT-R 

Jaguar XJ220 Road Car 

FR 


100000 
I 80780 
78680 
[98570 
99570 
! 93110 
62410 
j J99570 
94790 
! 76740 



ERRN TURsmo a r-spec 



Obtain gold in all Domestic A License Tests. 
Obtain gold in all Domestic B License Tests. 
Obtain gold in all International A License Tests. 

I* Obtain gold in all International B License Tests. 
Get gold in all Rally License Tests. 

Obtain gold in Special-Level License Tests 
Reach 1st Place in all Beginner League races. 
Reach 1st Place in all Amateur League races. 
Reach 1st Place in all Professional League races. 


Reach 1st Place in all Professional League races. 
Reach 1st Place in all Endurance Races. 

Achieve a Complete Game Status of 50 percent. 
Achieve a Complete Game Status of 75 percent. 
Achieve a Complete Game Status of 100 percent. 


Mazda RX-8 
Mazda MX-5 1.8i 
Aston Martin Vanquish 
Nissan Z Concept 

Subaru Impreza Rally Car Prototype 
Dodge Viper GTS R concept 
Mitsubishi Lancer Evolution V GSR 
Chrysler Viper GTS R Team Oreca 
Polyphony Racing Car 
Suzuki Escudo Pikes Peak Version 
Polyphony Racing Car 
Chevrolet Corvette C5R 
Mazda 787B 
Polyphony Racing Car 


Dannr Esnerante 




'ggnxginw 


cr/b,uuu 

cr5,820 | 
cr70,000 
cr75,000 
cr87,500 
cr75,000 
cr8,120 
cr250,000 
n/a 
cr250,000 
n/a 
cr250,000 
cr500,000 
n/a ■ 


WILL SELL FOR 


Reach 1st Place in all Time Trials in Arcade mode. 
^Reach 1st Place in all A-Area courses in Normal mode. 
Reach 1st Place in all B-Area courses in Normal mode. 


Reach 1st Place in all C-Area courses 


in Normal mode. 


Reach 1st Place in all D-Area courses in Normal mode. 
Reach 1st Place in all E-Area courses inNormalmod^ 


Reach 1st Place in all F-Area courses 


In Normal mode. 


Reach 1st Place In all A-Area courses in Hard mode 


Reach 1st Place in all B-Area courses 


In Hard mode. 


Reach 1st Place in all C-Area courses 


in Hard mode. 


Panoz Esperante GTR-1 
Mazda MX-5 (1989) 

Audi TT 1.8 T quattro 
Mazda RX-8 
Nissan Z Concept 

RUF RGT and TVR Tuscan Speed Six 

Dodge Viper GTS R concept and TVR Speed if 

Nissan C-West Razo Silvia 

Lancia Delta HF Integrate Rally Car 

Gillet Vertigo Race Car 


Reach 1st Place in all D-Area courses 


In Hard mode. 


Paganl Car and Pan.z Esperante «*1 


cr500,000 

cr4,225 

crll,645 

cr75.000 

cr75,000 

cr40.000 

cr75.000/cr200,000 

cr50,000 

crl25,000 

cr300.000 

cr375,000 

cr500.000/cr500.000 


n Hard mode. 


Reach 1st Place in all E-Area courses In h 

5 In Hard mode. 


Reach 1st Place In all F-Area courses It 


Nissan R390GT1LM Race C 

Mazda 787B and Toyota GT-One Read Car 


:r500,000/cr550.000 


PlayStation^ SPECIAL EDITION: RACING SkMtS 
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Become the fastest/craziest/wealthiest cabbie 

Frisco with our essential guide to Sega’s frenzied fare- em up. lax 


' s s. 

.-jfc ti 


TIPS 


2. Tty and set down a 
passenger in the same , 
circle as another 
punter waiting to be 
picked up. 

3. Drive in continuous 
laps, collecting 
passengers as you go. 

4. Remember that 
Green customers pay 
the most. 

5. Some customers 
change their colour. 
Watch out for this. 

6. Crazy Dash as 
often as possible. 

7. Rack up the 
combos to get tips. 

8. Don’t just follow 
the arrow, keep an 
eye out for short cuts. 

9. Make use of the 
ramps to jump over 
intersections rather 
than driving round. 

10. Crazy Drift for 
rapid 180 turns. 


Picking Up Punters 

Always stop as close as possible 
to each customer. If they have to 
run, you have less time to drop 
them off, and they yell at you. 
Obvious, but It’s easy to think a 
couple of extra metres don't 
matter. They do. If you know 
where the passenger Is heading 
try to face in that direction when 
you stop, preferably with a Crazy 
Drift. If you are not sure, hedge 
your bets and stop halfway 
between the two directions. Both 
courses are complete circuits, so 
the best way to play Is to 
continuously complete laps. On 
the arcade track, this means you 
must go through town, along the 
freeway, to downtown, to the bus 
terminal and round to the 
university again. It makes sense 
then to try and pick up fares that 
wont have you backtracking 


Tips Tips 

Every time you pull off a Crazy 
Hit trick, a tip is added to your 
fare. Crazy Hits then link into 
combos until you have a front- 
end collision with another 
vehicle after which the combo- 
meter resets. Good places to 
rack up the tips are: driving like 
a nutter on the traffic-heavy 
freeway, and following the cable 
car going down the hill. It’s worth 
remembering that your tips are 
doubled If you drive on the 
wrong side of the road. And 
when you drop your punter off 
they will provide a tip based on 
your remaining time. You usually 
get $6 for every full second of 
time that’s left. So speed Is your 
best friend. 


The Colour Of Money 

All potential customers have 
their own colour code 
corresponding to the distance 
they want to go and therefore 
the potential earnings you can 
make from picking them up. 

Look out for the Green 
customers, they travel the 
farthest and pay the most, while 
Reds go the shortest and pay the 
least For maximum earnings 
your customer priority should be: 
Green, Lime, Yellow, Orange, Red. 
NB. Some customers change 
colour. For example, at the bus 
terminal some will switch from 
Red to Yellow. Again, use the 
colour codes to pick up the ones 
that want to travel the furthest. 


Driving Tips 

The green arrow does not 
necessarily point out the fastest 
route from starting point to 
destination, and there are plenty 
of sneaky short cuts If you're 
prepared to go hunting On the 
Arcade track, for example, If 
you're trying to get from KFC to 
the heliport, Ignore the big s- 
curve and cut straight up the 
grassy hill Instead. When 
continuing onto the baseball 
stadium, practice your Crazy Drift 
Jumping skills and leap off the 
edge of the hairpin bend rather 
than going all the way around It. 




Hidden Customers 

Each hidden customer you pick 
up In the Arcade city should net 
you $2,500-$4,000. Here's how to 
find them. 

1. Not strictly hidden, but at the 
beginning of the game, instead of 
driving forward, hit reverse. Pick 
up the woman directly behind 
you and she will pay for a ride 
right to the bottom of the hill. 
Easy money. 

2. At the hotel/crown area, look 
between the two buildings near 
the Intersection and you'll see a 
tennis player, who wants to go to 
the tennis court Game, set and 
match - your wallet. 

3. Past The Levi's Store, there’s a 
multistorey car park. Drive up the 
ramp, hug the left side, and pick 
up the old lady on the rooftop. 
She wants to go all the way to 
the police station. Bless. 




CRRZy DRIVING 



Crazy Taxi isn’t just about getting from A to B. It’s 
about getting from A to B In the craziest way 
possible. With this In mind, here's a selection of 
outlandish driving manoeuvres without which 
your fare-earning prospects will be very limited. 

Crazy Dash 

What is it? A turbo burst that should be used as 
often as possible, but especially when moving off 
from a stationary position. 

How's it done? From Reverse, press Drive and 
Accelerate simultaneously. 

Crazy Drift 

What is it? A handbrake turn-type skid that 


causes the cab’s rear end to spin out making It 
Ideal for swinging round sharp comers. Keep 
drifting and you can spin continuously through 
360°, racking up combos that earn a bonus. 
How’s it done? When accelerating forwards, 
quickly shift Into Reverse and then Immediately 
back Into Drive while turning sharply left or right 

Crazy Back Dash 

What is it? Simply the Crazy Dash but In reverse. 
How's it done? Perform a Crazy Dash and 
quickly shift Into Reverse. 

Crazy Back Drift 

What is it? The Reverse drift spins your car 180° 


and then you continue driving backwards. Great 
for when you mistakenly shoot past a punter. 
How’s it done? When accelerating forwards, 
quickly shift Into Drive and then back Into 
Reverse while turning sharply left or right. 

Limit Cut 

What is it? A more powerful, longer-lasting speed 
boost than the Crazy Dash which can only be 
used when you're approaching top speed. Ideal 
for long stretches of road, attempt the Limit Cut 
In more confined areas and you’ll just crash In a 
humiliating heap. 

How's It done? Crazy Dash twice In succession 
to burn up to maximum speed. 


Crazy Stop 

What is It? Coming to an Immediate halt to 
collect punters and earn tips. 

How’s It done? Either tap Reverse and slam on 
the Brakes or simply crash headlong Into the 
nearest pole/bulldlng. 

Crazy Jump combos 

Keep an eye out for ramps to perform several 
jumps In a row and crank up the tips. 

Crazy Through combos 

By narrowly skirting past cars you can build up 
“ m6 ” s “'» 






CRRZa TRXI 


CRRZb BOX 


You’ve earned great big piles of lovely moolah and picked up all the outrageous [K1 

skills required to be a successful Crazy Taxi driver, now it’s time to put those ™ 

abilities to the ultimate test [and learn a few more) with the fantastic challenges 
found inside the Crazy Box. 6 _ . 


Crazy Jump 

This is the entry point into Crazy Box and aims to get you off to a flying start in more 
ways than one. It's relatively straight forward but requires you to master the Crazy Dash 
to pass the 150m clear point But why settle for a pass? Squeeze three Crazy Dashes 
in and you’ll soon be flying past the 300 metre mark on every attempt A blistering 
start is essential. Let the speed build then Crazy Dash at around the midway point 
down the ramp and once again as you speed to the edge of the jump. See if you can 
manage to pull off a 400 metre jump. 

Challenge Rating: 2/10 




CODES 


I Crazy Bike mode 

1 On the character select | 

| screen, hold m - cn 
n release m and 
in cd Hold m - cn 
I again and then release 
I both simultaneously 
1 before finally pressing 
l ® . If the code has 
I worked you will hear 
I the sound of a bicycle 
ill and whichever 
I character you choose, 

1 they will start the game | 

1 riding a bike Instead o' 

I driving a taxL Crazy! 

Expert mode 

1 At the main menu, 

| press and hold m +1 
■ £ Continue to hold | 

I these buttons until the I 
character select screen I 
| appears, then press ® 

) select the game 
I mode. Now, when you 
beglng play the words 
I Expert Mode’ will 
| appear in the lower-left I 
I comer of the screen. In I 
I this mode, there are no | 
1 destination or arrow 
I indicators, making the 
I game much harder. 




Still warming up, but this time you’re going to need to practice your Crazy Drift skills. 
The key to hitting the flag at the far end of the beach In record time is to kick off with 
a Crazy Dash and perform a Crazy Drift Immediately [toggle Reverse then Drive rapidly, 
while turning) to pull off a blisteringly fast U-tum. See the flag? Floor It and with the 
help of a few more Crazy Dashes you should be able to hit the fluttering swine In 
under ten seconds. Remember, you don’t need to brake on the spot so just keep that 
finger on the accelerator. 

Challenge Rating: 4/10 


Crazy Balloons _ , 

This Is fairly tricky as the groups of balloons often disperse when you hit them. Just 
use plenty of Crazy Drifts to change direction rapidly and line yourself up with those 
ahead of you. It’s not that difficult to burst them all but getting a record time -around 
30 seconds, we reckon] is bloody difficult as the single balloons on the outskirts of the 
arena take valuable time to reach. Plot a route for maximum efficiency, beginning with 
the two single balloons directly ahead of you at the start 
Challenge Rating: 5/10 


and then release It 
Then held m again 
and press ® Now 
when you begin play 
the words Another Da/ I 
will appear in the lower- | 
left comer of the 
screen. In this mode, 
the layout of the dty 
has been altered. 

To unlock the Crazy 
Bike mode m Another 
Day. go to the character I 
select screen and press V 


Start a game in Arcade 
or Orrgmal mode, 
making sure you have a 
second controfler 
plugged in. Now. whie 
playing hold ■ - cd 
and press © on 
contrefter two to swrteh | 
to a first-person wew. 

Of press @ to flick tD 
a rather mad pass-Ov 


Qrmmrnii 


T cncssGFxnd 8 


/TaxTV 


SIKSSb combos required to clear this challenge Isn’t too 
warning Keep iff the grass. It saps your speed and 

crank It up again to Crazy Drift. fry and stay on tfteTbmwc *^Y° ^ ould 

whole lot easier. Remember the mantra ol accelerate, drift, accelerate a yo 
bo able to oot an outstanding score of 30 combos. 
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CRHZy BOX CONTINUED 


CRR 2 y 

crbbies 


They may look comical ~1 

but just how dangerous I 

arc tlioso crazy 
additions to the San 
Francisco taxi ranks? 


j-.inM iluU 
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Crazy Rush 

This one Is a real stinker but never (ear. It can be done. Time Is Incredibly tight here, so 
wasting time picking up or dropping off punters Is out of the question. The way to 
make sure you do this Is to simultaneously Crazy Drift and brake as you approach the 
drop off points. It's not the easiest manouevre but once you've got It down you'll 
always come to a rest facing the remaining customers. It goes without saying you’ll 
need to Crazy Dash as soon as the punter hops aboard. 

Challenge Rating: 8/10 


i| 


A sbrniic*lask but hard if you're still not Crazy Drifting with confidence. All you need to 
do Is Drift around each comer, take the ramp and finish In the end zone before the 
clock nms out. Take each comer as wide as you can and remember hat wheni you 
finish a Drift you'll continue In the direction your bonnet s facing so time the end well. 
It's entirely possible to Crazy Drift off the end of the ramp and land facing the finish 
point. Perfect this move and you'll be laughing 
Challenge Rating: 6/10 


SSES. really awkward c *!?JJ^^^ t U o r1 s , wd i so Jo^S^h ramp side-on. 

The penultimate ramp Is a ^ the sea. On the Anal stretch, 

your turn Is Incredibly tight - you II shcrot stralg the ^ ||Uo tho 

remember to brake Into the end zone a t tamjg 
water below, as shown In the embarasslng screensnoi 

Challenge Rating: 8/10 


m 
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Crazy Jam 

Ready for some precision driving? Three passengers, one hell of a lot of traffic and no 
time to waste make this a blast. Again, time Is short so you cant afford a single prang 
Here's what you have to do. Get moving with a Crazy Dash and head straight on to 
drop off your first and pick up your second passenger. The next section Isn't such a 
breeze and will require some very sharp reflexes as you pick your way through the 
traffic. Even so, you'll need to throw a couple of Crazy Dashes In there to make your 
fife easier later on. After that there’s a relatively straight route through the traffic. It's 
tight but you can hammer along quite happily. Ybu will however, need to swerve across 
several lanes of traffic to reach the third passenger. Thankfully, the final leg of the 
challenge Is pretty straight forward. 

Challenge Rating: 6/10 


AXEL MCDERMOTT 

Tho gentle handling 
speed and braking of 
Axel’s ride makes him 
the Ideal choice for 
learner drivers. On the 
downside, though, he's 
not quite as quick as 
Joe or Gena, and his 
slightly dodgy tyres 
make him prone to 
wobbling a bit on 
unsurfaccd areas - 
especially when pulling I 
Limit Cuts. 

Can Coup De Villa 


GENA TURNER 

Gina’s by far the most 
nimble driver, and her 
confident braking also 
enables her to pick up 
and drop off passengers I 
with ease. Her handling f 
tends to slip a bit at I 
top speed, so be careful | 
not to hit other 
vehicles. If you master 
Crazy Recovers - a 
combination of Crazy 
Dashes and Limit Cuts 
- then you shouldn’t 
have any problems. 

Can Ford Mustang 




BD JOE 

1 BD Is best left alone 
I until you've become 
I proficient at the game’s 
I more technical driving 
I His high top speeds are 
I great for rushing about 
I town, but his car has 
I the worst traction due 
I to Its slick racing tyres. 
1 However, this loose 
I handling Is Ideal for 
I extreme stuntage and 
1 makes BD Joe the man 
I to take on the Crazy 
1 Box challenges. 

| Can Cadillac Eldorado 



jra 
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Crazy Pole 

ifjliSBiP'. 
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I GUS 

I Gus has the heaviest 
I car so he doesn’t 
I accelerate too well 
I without Crazy Dashing 
I like mad. What Gus 
I really triumphs In Is 
I hardcore handling. His 
I fat tyros mean that his 
I cab grips superbly no 
I matter how recklessly 
I you're driving His 
I brakes aren’t too hot 
I though, so use the 
I Crazy stop to bring him | 
I to a halt. 

I Can Plymouth Fury 


CRRZy BOX BONUS fTUSSIONS 

I. there no end to Craw Itnft Eonoroos gamepla,! Complete . row of three Crai, Bo, ehotleneee ond eo .,11 .. 

tougher bonus games for your trouble. Read on to find out what they are and how to germe bener of them 


CRFIZy TRXI 
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Crazy Bowling 

And you thought Tckken Bowl was fun? Try this on for size. You're 
driving around an arena dotted with pins and have a limited 
amount of time to knock them all down. As you’d expect, you can't 
afford to miss a single pin If you want to beat the challenge. The 
key to this one Is to approach each triangle of pins from the side 
and pull off a delicious Crazy Drift at the last Instant. This way you 
broadside the whole lot and position yourself perfectly for the next 
set. Watch out for the sidings If you overshoot, as you can get 
trapped In them and waste time you simply don't have. 

Challenge Rating: 8/10 


Crazy Zigzag 

Control Is everything on this challenge. If youVe mastered the 
Crazy Drift land If you haven't you're unlikely to be here in the first 
place) you should be fine. Relatively speaking Each comer is a 
right angle, so It's helpful to remember that stopping a Crazy Drift 
allows you to drive on in the direction In which you terminated 
the Drift. With this In mind the best way to tackle the challenge Is 
to Crazy Drift over the gap at the Intersection of each bend, 
leaping slightly over the space below. This way you'll shoot straight 
ahead on to the next strip of road. Bear in mind that the road Is 
very narrow (about twice the width of your taxi) making room for 
error negligible. 

Challenge Rating: 9/10 


Crazy Zigzag 2 

If the first Crazy Zigzag got you fuming you might as well sit down 
before you read about this one. The task here is similar to the flrsL 
only this time you have to ferry seven passengers to drop-off 
points on the narrow ocean-bound freeway. However, the green 
stop zone where you must drop each passenger off overlaps the 
rolling ocean, giving you a space in which to stop the size of a 
gnat's walleL The only way to pull this off Is to Crazy Drift and 
brake into each zone, with your flank parallel with the road edge, 
so that you're facing directly ahead along the next strip of road. 
The 29 second time limit is harsh to say the least but. as ever, 
practice makes perfect Pull this off and you will truly be a Crazy 
Taxi god. 

Challenge Rating 10/10 
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Crazy Through 

After that last one this Is a picnic. A Crazy Through is a near-miss 
with another vehicle so, all you have to do is speed close to or 
between the heavy traffic on the road. Drive safely and the 30 
combo pass mark Is easily achievable. However, crash with 
another car and the slate Is wiped clean forcing you to start from 
scratch. The best way through is to maintain a fairly direct course 
with rather than against the flow of traffic. Playing chicken with 
oncoming traffic just Isn’t worth it. At least here. 

Challenge Rating: 6/10 


Crazy Parking 

The object here Is to make your way through a busy and cluttered 
multi-storey car park. With only 25 seconds on the clock barging 
your Indestructible way through obstacles Isnt going to get you 
very far. The trick here Is to pull a Crazy Drift off each ramp to the 
next level (otherwise known as a Crazy Jump.) With a bit of luck, 
you’ll miss some of the traffic and parked cars, and land In a good 
position to cut diagonally across each floor. With agility and a spot 
or two of luck you should be able to speed your punter to his 
destination with maybe a second or two to spare. 

Challenge Rating 8/10 


'9(3 


Crazy Party 

This is the evil brother of the already Infuriating Crazy Zigzag 2. 
There are seven customers and each one is found in an 
increasingly frustrating location. The seemingly generous 140- 
second time limit isnt but with this Information youll be well on 
your way to cracking the challenge The customers can be found 
in the following locations: 

1. To the left of where you start. 

2. To the right of where you start 

3. Almost directly behind where you start in the middle of the 
cluster of cars. 

4. One each on the two raised areas (beware the spiral ramps). 

5. Two ahead of where you start on the raised area over the ramp. 
The final slog to the drop-off point is full of twists and as narrow 
as you like, so be careful and remember: more haste, less speed. 

Challenge Rating: 10/10 


Crazy Attack 

The seventh Crazy Taxi bonus mission Is only opened up once 
youVe completed all six main bonus missions. The ob|cct of this 
mini-game Is to make a complete circuit (antl-clockwise) of the 
Arcade city within a four-minute time limit. The traffic Is very busy 
and you'll have to pull of a virtually faultless lap, Crazy Dashing all 
the way to have any chance of success. Beat this and It’s time to 
collect your hard won reward. A push bike which can be accessed 
from tho cabbie selection screen. Well done you. Just watch out 
(or any taxis while you're out and about on your bike. Apparently 
they're a bunch of maniacs. 

Challenge Rating: 11/10 
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»n * " _ p.,n a crazy Dash to 

-Tower Records please, guvnor. 

s-ssrJsrrssSa: 

follow you'll need to learn the locations you 
follow our handy map]. 

Perfect the Crazy Drift and Stop. ymi’ll find a lot of 
fares want to go In the opposite dlrecUon to the way 
you’re facing so use these techniques to spin 180. 

Avoid driving through the channels In the harbour area. 
There's no real problem In using them, but you II find 
flying over the open bridge Is quicker and a lot more tun. 

When crossing the bridge, think back to your Crazy Box 
training and pull a Crazy Dash in mid-air to avoid 

slamming into the buildings on the other side. However 

If you’re trying to reach the Marine Plaza from the other 
side of the drawbridge, use a Limit Cut as you fly over 
and you should be able to clear the warehouse and 
reach your target 

Ybu can use the train tunnels to cut from one side of the 
city to the other. These passages are highly dangerous 



Playing chicken with a train. Crazy! 

though due to the high speed trains that run through. 
Use at your own risk. 

„„ mo fires waiting In the used car lot. These 
anf more trouble than they're worth, so don't bother with 
r is you really have to. However, this dodgy 
store Is dead handy for clocking up some easy 

jgftKli tm m partol “*• 

A„ easy-to-find hidden customer Is lurking under water 
J, Socks area. This snorkel-wearing punk usually 
wants to go to Tower Records, 
annmarh the highway from the Inner city area, then take 

SEuteUS lor a **** tas a 

2? almost Immediately and drop olf the human 
landing on the roof of a building. Here you II find another 
hidden punk waiting to be picked up. 

Yet another hidden customer can be found on top of the 
building behind the raised bridge in the docks. Using the 
bridge as a ramp, fly up on to the building behind and 
slam on those anchors. 



ORIGINAL CITY 


a fair bit tougher than the Arcade City, mainly due i 
spread out and much harder to find. 


This console-specific metropolis 
the fact that Its locations are moi 


Jr i - ' 


"museum 


(ENTUCKYI 


RECORDS 



ARCADE CITY 

This city is broken into two areas separated by a long freeway. Try to avoid taking the freeway as much as possible because It takes so long 
to get across. If you simply have to take It, try to make a one way trip with all your fares taking place in the Downtown Bay area. 


Park as close to punters as possible to 


From the start bang your cab into reverse as there are 
two green fares right behind you. 

When you’re going from the park to the Levi's store or 
KFC. use the multi-storey car park as a short-cut At the 
top of the ramp do a Crazy Drift, then Dash past the 
parked cars for a Crazy Through combo, finally pull off 
another Dash to leap off the edge straight ahead of you. 

At KFC there are two ways to get to the Church. Always 
take the left-hand route as it's much, much faster than 
the right 

On the way to the RB Station, there’s a small short-cut 
where you can cut through the building In front, then 
Into a small yard smashing through a pile of stacked 
boxes, Storsky And Hutch stylee. 

If you re going to the Baseball Stadium from the Helipad 
area, you can shave off some time by doing a hard Crazy 


Drift to the left off the ramp leading down to the Station 
and then speed through the car park, completely cutting 


When crossing the freeway, weave between the head-on 
traffic - you can rack up some massive Crazy Through 
combos as you go. 

Time Is always short when you reach the square-shaped 
area near the Hospital and Bank. There's usually a Red 
fare or two that can be found here to keep you going 

When a downtown fare wants to go to the parking area 
or lookout tower, there's a route where you can go 
underground. Stay topside as the underground route is 
far more winding and difficult. 

Try to stay in the downtown part of the map (near the 
beach) until you have an S license and you've racked up 
plenty of time to cross the trickier uptown section. 


Green fares near the RB Station and Baseball Stadium 
will usually want to go across the freeway to the uptown 
part of the map. Once you've dropped them off you'l° 

[£«i£ h that '" take you back towa «* the 
University where you started. 

A good spot to rack up tips is by following the tram If 
you drive against the flow of traffic, between tho tmil 
lane ana the other vehicles, you'll 

Head Into the water at the beach area. Here beneath th 

cSttSc^^^d. damp hidden cust ° me ^who 
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THINK YOU’VE 
FINISHED? 


THINK AGAIN! 




TAKE YOUR PS2 
GAMES FURTHER 
WITH THIS 


PLUS! 

5 FREE cheat 
cards* every 
rnonthj 




'STICK‘EM IN YOUR 
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EXPERT MODE 

At the main menu, press and hold m ♦ CD + 

►. Continue to hold these buttons until the 
character select screen appears, then press ® to 
select the game mode. Now, when you beglng 
play, the words ‘Expert Mode' will appear In the 
lower-left comer of the screen. In this mode, 
there are no destination or arrow Indicators. 

ANOTHER DAY MODE 

Press u on the character select screen and then 
release It Then hold u again and press q. Now 
when you begin play, the words 'Another Da/ will 
appear In the lower-left comer of the screen. In 
this mode, the layout of the city has been altered. 
To unlock the Crazy Bike mode In Another Day, 
go to the character select screen and press CD + 
CD, CD + CD, CD + QD, CD, CD + ®. 

ALTERNATE DISPLAY 

Start a game In Arcade or Original mode, making 


UNLIMITED SHIELDS AND TURBOS 

At the main menu, press OD - CD. GO + CD, CD 
+ (D, CD + CD. If the code has worked then a 
message will appear to confirm. This code only 
lasts for one race and must therefore be 
repeated before the next 

UNLIMITED AMMO 

At the team selection screen, press (D, CD, CD, 
CD, CD + CD, ID + CD. If the code has worked 
then a message will confirm and you will have 
Infinite ammo In one or two-player modes. 

ALL TRACKS 

At the main menu, press CD, ID, id, id. CD. 

CD, CD, CD. id + CD + (D + CD. If the code has 
worked then a message will confirm and every 
track will be available to race on. 

ALWAYS WIN XG CAREER MODE RACES 

At the main menu, press CD + id + CD + id, 

CD ♦ CD, CD + CD. CD + CD + CD + CD. If the 


PROFESSIONAL MODE ALL P| RANHA 

Select Arcade mode and then highlight the 'Hard' Com P |ete Manhatten levels three and six In 

difficulty setting. Now press and hold CD * id Head-2-Head mode. 

and the word will change to 'Professional' and a 

must more challenge race Is assured, ALL ^ 

Win the first, fourth and seventh Head-2-Head 
SELECT AWARDS rac es. 

The cars you are awarded for winning a series 

aren't totally random. If you press ® when a MODICUMS 

sllhoutted car has a large black circle flashing Wln the thlrd ' sixth and ninth Head-2-Head races, 
underneath then that car will be selected as your 

next award. Timing Is crucial though because LONDON’S BONUS CARS 

those black circles don't stay long! Wln the 11th, 12th, 13th, 14th and 15th Waypoint 

races In London In Arcade mode to unlock the 
Alpha, Double Decker Bus, Black Taxi and Crown 
Mall Truck. 

manhatten s bonus cars 

Win the llth, 12th, 13th, 14th and 15th Watpolnt 
races in New York In Arcade mode to unlock the 
seta, Bus, Ice Cream Truck, Meter Maid and 
Florenza II. 
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I^Career mode, defeat all the hookmen In 
New York, fly to London then defeat all three 
hookmen there. When you finally defeat the world 
champ, the lype-S will be unlocked and rolled 
Into your Arcade garage. 


moto gp 


Publisher: SCEE Ratln&T/lO. 


unlock klonoa 

Win Challenge 22 to unlock Klonoa as a rider. 


MX2002 

FEATURING RICKY CARMICHAEL 


Publisher: THQ Rating: 7/10 


level select 

Start a new game In two-player mode. Have 
player one hold down OB + ra and press T. 4*. 

@ and have player two hold @ + oa + 
CD + ®. An option to select your track should 
become available. 

ALL THE RIGHT MOVES 

Here Is a selection of daring stunt moves with 
which to blow the crowd clean off their feet! 

MOVE COMMANDS 


Bar Hop 

Can Can 

Cat Nac 

Hold trick and press © 

Hold trick and press @, © 

Hold trick and press ®, ©, © 

Catwalk 

Cliff Hanger 

Hold trick and press @, © 

Hold trick and press ©, © 

Coffin 

Cordova 

Hold trick and press @, © 

Hold trick and press ©. @. © 

Disco Can 

Heart Attack 
Heel Clicker 
Helicopter 
Indian Air 

Kiss Of Death 

Hold trick and press ©, ©. © 
Hold trick and press ®, ® 

Hold trick and press @ 

Hold trick and press ®. ©, @ 
Hold trick and press ® 

Hold trick and press ©, © 

La-Z-Boy 

McMetz 

Hold trick and press ©, ® 

Hold trick and press @, ©, ® 

Mullsha Air 

Nac Nac 

No Hander 
Nothing 

Hold trick and press ®, © 

Hold trick and press @ 

Hold trick and press © 

Hold trick and press ©, @ 

Pendulum 
Rocket Air 

Hold trick and press ©, © 

Hold trick and press ®, © 

Rodeo Air 

Saran Wrap 
Seat Grab 

Hold trick and press ®, ® 

Hold trick and press @, © 

Hold trick and press ®, ® 


Superfly Hold trick and press ®, ®, © 

Superman Indian Hold trick and press ®, ®, ® 
Surfer Hold trick and press ©, ®, ® 

Switchblade Hold trick and press ©, ® 


PARIS-DAKAR 

RALLY 


Publisher: Acclaim Rating: 5/10 


Avoid the hassle of actually playing through 
the game to unlock the secret cars by 
entering this quick-fire code... 

Simply start a new race and enter your name as 
ILUMBERJACK to unlock all of the hidden cars 
contained In the game. 


ridge racer V 



HUD DISPLAY 

While racing press and hold ■» until a box 



appears In the middle of the screen that shows 
the amount of pressure being applied to each 
button. This Is also handy as a cornering tool. 


UNLOCK DUEL MODE 

Finish first In lap and overall time In each of the 
standard Time Attack GPs to unlock Duel mode. 
In this mode, you must race against secret cars 
which are awarded to you If you beat them. 


UNLOCK 99 TRIAL MODE 

First things first, you must win the Standard GP 
mode to unlock all of the reverse tracks. When 
these are unlocked, you will have to painstakingly 
race through them all and beat the lap times set 
by the CPU. Achelve this and 99 Trial mode will 
be unlocked. This gruelling race Is set over 99 
laps of the Sunny Beach course and takes about 
one and a half hours to complete - not counting 
tea breaks! Your reward for doing so is a single, 
rather cruddy-looklng trophy and a new opdon 
that allows you to select your car number.Hmm... 


UNLOCK PAC-MAN MODE 

Every time you race, the total distance covered In 
that race will be added onto an overall figure 
which Is displayed In the top-right comer of the 
screen before you race. When this total distance 
exceeds 3000km, you'll unlock Pac-Man mode In 
this mode you race as Pac-Man in his little red 
Namco convertable against four ghosts on 
mopeds. If you win this race then Pac-Man and 
the four ghosts will be unlocked for use in Duel 
or Time Attack modes. 


UNLOCK MAXIMUM GP MODE 

Win all of the Standard and Extra GPs under the 
Hard difficulty to unlock the Maximum GP mode 


SECRET CARS 

There are four spanking new cars which can be 
unlocked by beating them in Duel mode Here 
are the cars, the drivers to beat and the courses 
they are raced against on... 


CAR BEAT COURSE 

Spectre Pluto Above The City 

Crinale Devil Green Reid 

Rumeur Spirit Bayslde Une 

Angelus Angel Sunny Beach 

BATTLE ROYAL 

By beating all four opponents In Duel mode not 
only will you unlock the four new cars above but 
you’ll also unlock Battle Royal, which Is a 
straightforward race against all four opponents. If 
you win you'll be awarded a new medaL 


THE SIMPSONS: 
LOAD RA GE 

imiiBifla — 

o to the Options menu, hold down the o and 


Cheat 

Extra money 

More camera views 
Night time 
Rat characters 
Show collision lines 
No map 

Drive red soapbox car 

Drive as Smlthers In 
Mr Bum's car 
Drive nuclear bus 
Stop time* 

Slow motion 
Halloween mode 


Code 

@. @ 
®. ®. ®. ® 
®. ®. ® ® 
©. ©. ©• © 
®. ®. ®. ® 
® 0 © 
0,0. © ® 

@. 0. @ @ 
0, 0. © ® 
0. ©■ ® 
®, @. 0. ® 
0 , 0 © ® 



New Year's Day mode ® ® @ 

Thanksgiving mode ® @ @ ® 


* Press ► to start, stop and reset the In-game 
timer. 


SSX: 

SNOWBOARD 

SUPERCROSS 


by Mix Master Mike on me courL 

RECTORATOR 

In World Circuit mode, enter RECOR as a name 
and choose any boarder at the character select 
screen. Whoever you chose will be replaced by 
Rectorator when you start me course. 


TWISTED METAL: 
BLACK 


MASTER CODE 

On the character select screen, press @ to go to 
the options menu, then hold ID + CD * m + 

CD and press 4,. t. ®. ®. 0. @. If 
the code has worked you'll hear a sound and all 
courses, characters, boards and costumes will be 
unlocked. Repeat the code to disable its 
delightful effects. 

CHEAT CODES 

Enter the following codes by going to the 
character select screen, pressing r to go to me 
options menu and then first holding down m - 
cd - on and m If the codes have worked then 
you'll hear a sound. 

CHEAT CODE 

All characters and courses 

4. t. ®. © ® 

Running Man mode 

. ©. ®. ®. @. ©. ®. ® 

All course hints 


CHEAT CODES 

Whilst locked in combat on any level enter any 
of me following cheats. If me code has worked 
then a message will appear at the top of the 
screen. Before entering a code, you must first 
hold down (D * CD - (D - CD 

CWAT CODE 

Invincibility t- 4. 4. t 

Mega Machine-guns 0, 0.0 

One-hit kills 0 0. f 

God mode f ® ® 

Weapons for hearth ®. ®, @ 


WILD WILD 
RACING 


CHEAT MODE 

Go to the Options screen, hold© and press t 
® 1, ©. ■*. <-• © A new window 

called 'Secret' should now appear at the 
bottom of me Options screen to confirm correct 
code entry 


®. ®. ®. ® 0 ©• 0- ® 


SSX TRICKY 

MASTER CODE 

Hold m + CD and press ®. @, -»■ © @ 
4. 0. ©• ® t at the title screen. 

Then release m * CD and a sound will confirm 
correct code entry. Congratulations, you will now 
have unlocked everything! 

full stat points 

Hold CD * CD and press 0. 0. ® ® 

4. ®. ®. «-.®. ®. tat the title screea 
Release « + on and a sound will confirm 
correct code entry. All boarders will now have full 
stat points. 

MALIjORA BOARD 

Hold m * £D and press ®. ® <9> »• 

i 0 0 <-.©.© tat the title screen. 


WIPEOUT FUSION 

Select Extras at the main menu and then go to 

the Cheats menu. Enter one of the folowing 
codes fisted here for the desired effect 

CHEAT CODE 

Features unlocked ® 0 © ® © 

Unlimited weapons 0 @ ® © @ 

Unlimited shields 0 ® @ ® § 

Retro ships ®@®@® 

Animal ships ®££®| 

Fast ships @.® .® .® ® 

WORLD RALLY 
CHAMPIO NSHIP 

«tost - some cheats tor Son/s styish raring 

^ you fancy 

up a Me then select the Extra opwn from 
, then enter any of the 


correct entry Choose Efise. start a track and stowing in the Code section, 

she'll have the Mallora Board and blue duds 

STICKY BOARDS j,. 

£ © <- ®.® fat the title screea Then 

Sease M ♦ « and a sound cwlflrTn 

correct code entry 


CHEAT 

Greater acceleration 

Comedy commentary 


COOE 

EVOPOWER 

HEUUMAJD 

thatsstupid 

CUM rare Iki reciaysl FIDAIYUGHT 

SSI 

Psychedelic graphics IMGOINU- 


PlayStation^ SPtCIH IDIT18X: HACIN6 6AMtS - 







































B YOU NEED 


Everything you always wanted 
to know about PlayStation®2 
is in the Special Edition: 



GUIDE 

[including the fact that it doesn’t load pork pies] 


EVERY PS2 game reviewed. 
That’s right over 300 of 'em! 

Massive previews blow-out, 
covering ALL the games 
scheduled for 2002/3! 

Online gaming uncovered! 

The 50 DVDs you must buy! 

Fancy features, insightful 
interviews, tasiy tips and 
loads more! 


Pail Get ^ most ° ut of your PS2 with °ur ultimate guide to home cinema set 

kwwB ups, the Demherak vm i mi ict rtu/n onW +U« r-_ 



UPS, the peripherals you must own and the Fenlshul of SiKSL 

on sale Thursday loth October 


• •• ' 



cheats 



UNLIMITED] 




ggwAUaHROUGHSPLUSOVERl 


"THE WORLD'S NUMBER ONE - * 

FAST ACCESS CHEATS & GUIDES" 

- - 


iSnfuXV S '”"!, 1 


a 00 „i Under Fire Driving Emotion Type-S 

girt. 

Player Man. '02 Dynasty Warriors 2 
Ata F's Play- Manager Dynasty Wamors3 


All Star Baseball 2002 
ill Star Baseball 2003 
Alone in the Dark 4 
American Pro Trucker 
Aqua Aqua Wetrix 2 

Arctic Thunder_ 

Armageddon (MDK2) 
Armoured Core 2 
Army Men Air Attack 
Army Men Green Rogue 
Army Men RTS 


Half Life MTV Skateboarding 

Harry Potter Mummy Returns 

Harvest Moon: Homeland MX 2002 
Headhunter MX Rider 

Herdy Gerdy MX Superfly 

Heroes of Might & Magic N = 1 4 

Hidden Invasion Namco Museum 

High Heat Baseball 2002 Nascar 2001 
High Heat Baseball 2003 Nascar Heat 2002 


The World is not Enough 
Theme Park World 
This is Football 2002 
Throwdown: UFC 
Thunderhawk: Op. 
Tiger Woods Golf 2002 


Ecco the Dolphin 
Eden, Project 
Eighteen Wheeler 
Elemental Force 
Elite Force: Voyager 


In Cold Blood 

Int. Super Soccer 

Int. Superstar Soccer 2 


Emotion Type-S (Driving) Int. Track & Field 
2 End Game Int. Winter Sports 2002 

ttack Ephemeral Phantasia ISS Pro Evolution 

n Roaue Episode 1: Star Fighter J = 

Escape Monkey Island J McGrath's S'< 

Heroes 2 ESPN Int. Track & Field J. Moseley's M 


M«n Sat's Heroes 2 timmi.iracKe.neia J. Moseley's Mad Trix nn zuu/ 

Anny Men: Land Sea Air ESPN Int.Winter Sports'02 J.Bond: Agent Under Fire NFL Blitz 2002 


NASCAR Thunder 2002 
NBA 2K2 
NBA Hoopz 
NBA Live 2001 
NBA Live 2002 
ir 2 NBA Shootout 2001 
NBA Street 

002 NBA Tonight 2002 
NBA Tonight, ESPN 
NCAA Football 2002 
World NFL 2001 


ESPN NBA Tonight Jade Cocoon 2 

ESPN NBA Tonight 2002 Jak & Daxler 
ESPN NFL Primetime 02 Jedi Star Fightei 
ESPN Skateboarding Jikkyou World S 


A B = 0 2 ESPN NFL Primetime 0 

Baldur's Gate: Dark All. ESPN Skateboarding 

Batman Vengeance ESPN Snowboarding 

BIG: NBA Street Eternal Ring 

BIG SSX Snowboarding Eve of Extinction 

BIG: SSX Tricky Evergrace 

Blood Omen 2 Evil Twin 

Bloody Roar 3 Extermination 

Bom bad Racing Extreme G 3 

Bond: Agent Under Fire Extreme Racer 

Bouncer , F “ 0 6 

Britney's Dance Beat FI 2001 

Burnout FI 2002 

C = 0 3 FI Champ. Season 2( 

C.Bandicoot: W.of Cortex Fanta Vision 

C-12 Final Resistance Fatal Frame 

CAPCOM vs SNK 2 FIFA 2001 

Cart Fury FjFA 2002 

Casper: Spirit Dimensions Fifa World Cup 2002 
Chris Edwards' Ag. Inline Final Fantasy 10 

Citizen Kabuto (Giants) Forever Kingdom 


Jade Cocoon 2 NFL Gameday 2002 

Jak & Daxler NFL Primetime 2002 

Jedi Star Fighter NFL Q'back Club 2002 

Jikkyou World Soccer '00 NHL 2001 
Jikkyou World Soccer '01 NHL 2002 
Just Bring It NHL Hitz 2002 


NHL Hitz 2002 

Eve of Extinction K = 1 1 No-One Lives Forever 

Evergrace Kengo: M. Of Bushido 0=15 

Evil Twin Kessen Off Road Fury 

Extermination Kessen 2 Off Road Wide Open 

Extreme G 3 Kinetica Okage: Shadow King 

Extreme Racer Klonoa 2 Oni 

F = 0 6 Knockout Kings 2001 Onimusha 2 

FI 2001 Knockout Kings 2002 Onimusha: Warlords 

FI 2002 L = 1 2 007 Agent Under Fire 

FI Champ. Season 2000 L. of Kain: Blood Omen 2 Operation Winback 

Fanta Vision L. of Kain: Soul Reaver 2 Operative (N.O.L.F.) 

Fatal Frame Last Blade 2 Orphen 


Ridge Racer S 

Ring of Red Throwdown UF 

Road Rage Thunderhawk: < 

Robot Wars Tiger Woods Gc 

Romance of 3 Kingdoms 7 Time Crisis 2 
Rumble Racing Time Splitters 

Rune: Viking Warlord Tokyo Extreme I 

_ _ . * = 1 ^ Tomb Raider 4 

5 Palmer s Snowboarder Tomb Raider 5 

Surge's Heroes 2 Tony Hawk's 2 

Seven Blades Tony Hawk's 3 

Shadow Hearts Top Gear: Dare Devil 

Shadow Man 2 Top Gun: Combat Zones 

Shadow of Memories Track and Field 

Shadow Of Zorro Transworld Surf 

Silent Hill Triple Play 2002 

Silent Hill 2 Triple Play Baseball 

Silent Scope Twisted Metal Black 

Silent Scope 2 Type-S: Driving Emotion 

Silpheed: Lost Planet U = 2 1 

Simpsons: Road Rage UEFA Champion League 

Sky Gunner Ult.F.Champ.: Throwdown 

Sky Odyssey Unreal Tournament 

Sky Surfer V = 

Sled Storm Vampire Apo 


Sled Storm Vampire Apocalypse 

Smackdown! 3: J. Bring It Vampire Night 


Smash Court Tennis 
Smugglers Run 
Smugglers Run 2 


Victorious Boxers 
Virtua Fighter 4 
Voyager Elite Force 


YV 

JsU 


Soccer America: Int. Cup V-Rally 3 


W= 23 

W Games Snowboarding 


Space Channel 5 Port 2 Wacky Races 
Spiderman 2 Warlords (Onir 

Spiderman The Movie Warriors of M J 


Citizen Kabuto (Giants) 
City Crisis 
Code Veronica X 
Commandos 2 
Conflict Zone 
Cool Boarder 2001 
Crazy Bump's: Car Bat. 
Crazy Taxi 
Cricket 2002 
Cyprien's Chronicles 
D = 0 4 
Dare Devil 
Dark Alliance 
Dark Angel 
Dark Cloud 
Dark Legacy 
Dark Summit 
Dave Mirra BMX 2 
David Beckham Soccer 
DDRMAX: (D. D. Rev. 6) 
Dead or Alive 2 
Delta Force: U. Warfare 
Deus-Ex 
Devil May Cry 
Digimon World 
Dino Stalker 
Disney's Dinosaur 
Distant Thunder 
DNA Dark Native Apostle 


Forever Kingdom 
Formula 1 2001 
Four by Four Evolution 
Freekstyle 
Freestyle BMX 2 
Frequency 

Frontline (M. of Honor) 
Fur Fighters 

G = 0 7 
G1 Jockey 

Gauntlet: Dark Legacy 
Giants: Citizen Kabuto 
Gitaroo Man 
Godai: Elemental Force 
Golf, Swing Away 
Gradius 3 & 4 
Gran Turismo 2 
Gran Turismo 3 
Gran Turismo Concept 
Grand Theft Auto 3 
Grandia 2 
Gravity Games 
Green Rogue 
GTA 3 

Guilty Gear X 
Guilty Gear X Plus 
Gun Griffon Blaze 
Gundam: J to Jaburo 
H = 0 8 


Last Blade 2 
Le Mans 24 Hours 
Legend of Black Kat 
Legends of Wrestling 
Lego Racers 2 
LMA Manager 2002 
Lotus Challenge 
M = 1 3 
Madden NFL 2001 
Madden NFL 2002 
Major Lgue Baseball "02 

I_Dncaknll WZ 


P = 1 6 
Pac-Man World 2 
Parappa the Rapper 2 
Parasite Eve 2 
Paris-Dakar Rally 


Splashdown 
Sprint Cars 2002 
Spy Hunter 
SSX - Snowboarding 
SSX Tricky 

Star Trek: Elite Force 
Star Wars Jedi Starfighter 


Way of the Samurai 
WDL: War Jetz 
Weakest Link 
Wetrix 2 

Who Wants 2BA Million.2 
Wild Wild Racing 
Winback 


Star Wars: Racer Revenge Winning Eleve 


Pirates: Leg. of Black Kat Star Wars: Star Fight* 


= 13 Player Manager 2001 

L 2001 Player Manager 2002 

L 2002 Polaroid Pete 

Baseball '02 Police 24/7 

Baseball 03 Pool Master: Q-Ball 


Maftian'Gothic Portal Runner 

Master of Bushido Prisoner of War 

Max Payne Pro Evolution Soccer 

Maximo Pro Evolution Soccer 2 

McGrath's S'cross World Pro Rally 2002 
MDK2 N«* Eden 

Medal of Honor Front. Q - 1 7 

Metal Gear Solid 2 Q-Ball: Billiards M 


Midnight Club 
Might & Magic 
Mike Tyson Boxing 
Millionaire 
MLB Slugfest 2003 
Mobile Suit Gun.: 2 


Q-Ball: Billiards Master 
Quack Attack 
Quake 3 Revolution 


State of Emergency 
Street Fighter Ex 3 
Street, NBA 
Stuntman 
Summoner 
Sunny Garcia: Surfing 
Super Bombad Racing 
Super Bust A Move 
Supercar St. Challenge 
Supercross World 
Surfing H30 
Swing Away Golf 
Syphon Filter 3 

T = 2 0 

T. Woods PGA Tour 2001 


Quest for Dragon B. Staff Tarzan Freeride 
R=18 TD Overdrive 

R Carmichael's MX 2002 Tekken 4 


Donald Duck: Quack Alt. H30 Surfing 

WHAT MAKES CHEATS 
UNLIMITED NO 1? 

• OVER 1 0,000 CHEATS 
AVAILABLE 

• THE LATEST CHEATS 

ADDED EVERY DAY 1 


Mobile Suit Gundam 

Monkey Island (Escape) 

Monster Jam Max. Destr 

Monsters Inc 

Mo to GP 

Moto GP 2 

Motor Mayhem 

Mr Moskeeto 

MTV Music Generator 2 


Z. Front Racer Revenge 


m Rayman 2 

ape) RC Revenge Pro 

Destr. Ready 2 Rumble 2 

Real Robot Regiment 
Red Card Soccer 2003 


Tekken Tag Tournament 
Test Drive 

Test Drive: Wide Open 


Winter Sports 2002 
Wipeout Fusion 
World Cup 2002 
World is not Enough 
World Outlaws: S.Cars02 
Ww2: Prisoner of War 
Worms Blast 
Wrath of Cortex 
WRC. World Rally Champ 
WWF Smackdown 3 J.B.I. 
X = 2 4 

X Games: Skateboarding 
X Games: Snowboarding 
X-Squad 
Xtreme G3 

Y= 2 5 

Yanya Caballisla: Skater 
YuGiOh! Dual Monsters 2 
Z = 26 
Zeonic Front 
Zone of the Enders 
0-9 = 2 7 

007 Agent Under Fire 




;3 '£?So 3 , »20<« JSojF.FAWU.WO* 


Res.Evil: C. Veronica X 

Return to C Wolfenste.n 


The Simpsons: Road Rage 
The Weakest Link 


™^ E i ls ^r T Av»°MAY CALL THIS NUMBER 
PERSONS AGED 1 6 OR OVER MAYC£“- fD 


PERSONS AGEDUND 


L^ER^CAUTHJS NUMBER P 


094 492 


-—' dcdqtOST ONLY 60p PER MINUTE 

COMPILED BY GAMING CALLS TO THE ABOVE NUMBERS 7575 

EXPERTS NON-UK CALLERS o +44 70u^V pREss 

TO SAVE TIME DURINGlYOUfCAU.V ^ 


100S OF QUALITY 
WALKTHROUGH GUIDES 


53 -ksssk set- 


Please ensure you have permission from the bill payer before < oiling E<1C .Hi^»Telto'ni l 
charges may vary. Please put any comments or questions in writing to Interact 

24hr Customer Service: 


be to re calling. Each cal»to " 

s in writing to InteractiveTelcont Ltd. , 0800 08 1 6000 

thr Customer Service (Freephone) 08 


than C3 00 and will •«<)»• *"*' 

I t usIseivrjpcheatsunhntRed com 


olS minutes Mobil. Rhone call 

■d com. or callow 





PlayStation 2 


2002 TOKVO-6IHEHA 






The special edition of Gran Turismo, GT Concept. h ndred more 

Including the Nissan Skyline GT-R Concept, the Volkswagen W12 and the Suzuki GSX-R/4. P^s°ver attjtuc j e> 
heart-thumping racing, production, rally, concept and fantasy cars. RRP: £24.99. GT Concep . s 


uk.playstation.com 


PlayStations 

tup THIRD PLRCE 


The stars of the Tokyo & Geneva Motor Shows 
in your living room. Unveil, then unleash. 








